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SUBJECT DEPLANES FOR 
LAND BATTLE 


SUBJECT JOLTED BY 
RUMBLE PAK™ 

IMPACT CONTROL SENSOR 


YOU WILL BIE ABLIEjjn"l:l:l. 
UlrtM:T OF (:0MI3AT 


STARFOX® 64 INCLUDES THE to adults 
RUMBLE PAK IMPACT CONTROL SENSOR Kkl 
ONLY FOR THE NINTENDO 64 SYSTEM WKSm 
ATTACH IT TO YOUR CONTROLLER 

FEEL THE WHOLE PICTURE Sesm 


N" logo are trademarks of Nintendo of America Inc. National l^rchives Still Picture Branch, www.nintendo.com 
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SUBJECT ATTACKED BY 


FELLOW SOUADRON PILOTS 

IN 4-PLAYER MODE 
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SUBJECT ENTERS HYPER-REALITY 
OF THIRD DIMENSION 


SUBJECT INTERACTS IN REAL 
TIME WITH FELLOW PILOTS 


SUBJECT PERSPECTIVE CHANGES 
FROM VICTOR TO VICTIM 
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W elcome to the second issue of 
MegaFan, the sister publica¬ 
tion of GameFan. A lot of 
changes have occurred since the mag¬ 
azine’s inception as a whole new team 
of staff toiled ceaselessly to provide 
the video game player with the very 
best strategy, tricks, codes and 
secrets for the latest video games. 
You’ll instantly spot that MegaFan is 
now full-sized, with sections that are 
easy to access, but the main differ¬ 
ence between MegaFan and, er, other 
video game strategy publications is 
the fanatical care ^ 
and attention to ^ “ a video QQ 
detail taken to made by 

ensure your utmost gamers Wi 

and continued detailed St 

enjoyment of video V yQ^^i 

games. ^ 

First of all, you won’t find reviews or 
previews placed in MegaFan to fill up 
the pages. This is the job of GameFan; 
MegaFan simply picks the cream of 
the current crop of video games 
(meaning every game featured in this 
issue is an essential purchase), and 
delves into the title to uncover every¬ 
thing the title has to offer. There’s no 
searching the internet for FAQs to 
copy word for word either; every guide 
is created wholly by the staff for your 
personal enjoyment. And of course, 
everything is double-checked to 
ensure the strategies presented are 
actually correct... 

In order for this to happen, MegaFan 
relies on the talents of a core team of 


the very best 

gamers in the business. This assem¬ 
bled team of video-game junkies and 
freaks comprises Team MegaFan; 
whose mutated visages are displayed 
along the bottom of this page. Also, 
as you’d expect for a magazine that 
shares office space with GameFan, the 
screenshots that accompany our 
guides are simply second-to-none. 
Our main objective is to show precise 
shots at the very best screen resolu¬ 
tion (something GameFan has always 
prided itself in); check this issue and 

e magazine \ mean. The result? 
imers for Great gaming value, 

1 the most and more strategy 

tegies and for your money. 

oversee:' y Finally, I’d like to 
^ finish my hard-sell 
by stating our mission objective: 
MegaFan is here to provide you with 
strategy guides to the games you 
play. So e-mail or write to us; tell us 
what you think and inform us to con¬ 
struct strategy for your favorite 
games; after all, the magazine is for 
you. This is a video game magazine 
made by gamers for gamers with the 
most detailed strategies and help 
you’ll ever see. We hope you enjoy the 
issue, and we’ll see you next time. 

MegaFan: The game has only just 
begun... 

David S j Hodgson 
I (Editor-in-Chief) 


MegaFan (ISSNff: 1092-7212) Volume 1 Issue 
2 june/july 1997. Published bi-monthly by 
Metropolis Publications, Inc. 5670 Wilshire 
Boulevard, Suite 1240, los Angeles, 
California 90036. One Year subscription (6 
issues) is Su.99. Foreign and Canada add 
$10 per year. Please remit in Ui. funds only. 
Please allow 60 days for your first issue. 
Periodical Postage Rates Paid at Los Angeles, 
CA and at additional mailing offices. POST¬ 
MASTER: Send change of address form to: 
MegaFan, P.O. Box 469084, EKondido, Ca. 
92046-9084 


Founder 
Dave Halverson 


ALL GAMES. GAME TITLES. CHARAC¬ 
TERS AND RELATED INDICIA CONTAINED 
WITHIN THIS PUBLICATION ARE COPY¬ 
RIGHT AND TRADEMARKS OF THEIR 
RESPECTIVE COMPANIES. METROPOLIS 
PUBLISHING MAY NOT BE HELD 
RESPONSIBLE FOR ANY TYPOGRAPHI¬ 
CAL ERRORS. ENTIRE contents; 1997 
METROPOUS PUBUSHING. ALL RIGHTS 
RESERVED. REPRODUCTION IN WHOLE 
OR IN PART V/ITHOUT WRITTEN PERMIS¬ 
SION BY THE PUBLISHER IS PROHIBITED. 
ALL SECTION TITLES. CHARACTERS. 
AND RELATED INDICIA CONTAINED 
WITHIN THIS PUBLICATION ARE COPY- 
RIGHT AND TRADEMARKS /1997 
MEGAFAN INC. 


[aFan! From left to right; Knightmare, 2 *Skoopz, L.A. Akira, DanGOhead, The Spud, Prince Ratt, 
Sergeant. H.Core, Waka, Chief Hambleton, Pauly, Blinky and Socrates. 








Mintendo® and I\I64 are trademarks of NINTENDO OF AMERICA INC. 
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Dark Rift brings out the best in people. Eve works her butt off to turn Gore into a meaty pin cushion. Gore busts his gut to 
move Eve into the path of his axe. And you’ll need your best, because Dark Rift gives it up. Dark Rift delivers more fight, more 
often with more speed than you have ever seen before. Check out Dark Rift for N64 or Win 95 and get flesh scorching 
projectiles, hyper quick ten hit combos, blazing frame rates and some very unpleasant surprises for the competition. 
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22904 Lockness Avenue 
Torrance. CA 90501 
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COVER FEATURE 


Tekken 3 


Namco come out fighting with the 
best Tekken ever! Even more Rave 
War with a full moves list for five 
characters and in-depth 
training! Learn your 
fighting arts before the 
PlayStation version hits! 


You want the most up-to 
date codes anywhere? 
Check these out! 


street 

J'^^Fig’hter III 

The greatest 2D fighter on 
the planet gets the strategy 
it deserves! Hadooooken! 




All 108 characters are 
revealed in an epic guide 
spanning the entire game! 


Dark 
™Savior 

All five parallels are shown 
in a guide to this superb 
role-playing adventure! 


MegaFan goes all Retro and 
visits the king of Old School 
racing! it’s all about coins! 


Chief Hambleton awaits in 
his stinking lair with one 
thought... reading your mail! 




















Sweet Dreams. 





In the nightmarish world of 
the Swagman, members of 
the Dreamflight are being 
held captive. The twins 
Zack and Hannah need 
your help to make the 
night safe again for 
happy dreams. 


Explore the eerie house 
of the real world and 
learn the bizarre secrets 
of the dream world with 
Zack and Hannah in 6 
massive levels of adventure 
with 16 graphically intense 
3-D settings. 


"Swagman is 
eye-popping!" 

-GameFan 


“Swagman’s dream-like 
graphics and involving 
gameplay will capture the 
player’s imagination!” 

“PS Extreme 


PlayStatior 


www.eidosinteractive. com 


SWAGMAN. CORE and Eidos Interactive are trademarks of EIDOS. PLC. © 1997 EIDOS. The ratings icon is a trademark of the Interactive Digital Software Association. Eidos Interactive. 303 Sacramento St.. San Francisco. CA 941 

For Swagman hints and tips: CALL 1‘900-77EID0S $.95 per minute/must have touchtone phone. If under 18, must have parent's permission. 
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rder Form 


Make checks (US funds) payable to: GameFan. 
5137 Clareton Drive, SuHe 210, Agoura Hills, CA 91301 


GameFan 


Night WbPPiors. 

@ $8.95. 

.$ 

Dapkstalkeps. 

@ $8.95. 

.$ 

Supep Mario 64 . 

@ $9.95. 

.$ 

MK Tpilogy.. 

@ $9.95. 

.$ 

SoulBlade. 

@ $9.95. 

.$ 

Pepsona. 

@ $9.95. 

. s 

Die Hapii Tpilngy.. 

@ $9.95 

. s 

Independance Dav.. 

@ $9.95. 

.$ 

Tupok: Dinosaup Huntep... 

@ $9.95. 

.$ 

Shipping & Handling_ 

@ $1.50 

.$ 

(Foreign add $3 ea.) TOTAL 

$ 

















































CODE ZONE - PLAYSTATION 
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To enter: Just send your 
codes to the address listed 
below to enter in the MegaFan’s 
Code Zone Giveaway! 


m 


[flleplMioD’g 
(B0|1]@ SiMI® (BOasSlMi 

5137 Clareton Drive Suite 210 
Agoura Hills, California 91301 




Well, it looks like these 
wrestlers are following 
the Tekken trend of 
revealing more characters 
after beating the game. Leave all options default, 
except the second option from the top (press left 
twice). Now choose one of the characters listed and 
finish the Burning Spirits (fight all 18 wrestlers) to 
receive hidden character. - Derrick Kotel, Ml 



At the very start of the 
game, go out of the house 
before meeting Ted, buy 
supplies, and save. Go out of the town and fight 
enemies. Gain enough experience (at least level 
10). Visit villages to buy armor and sharpen your 
weapons. Then head to Mt. Tigerwolf. Go through 
Mt. Tigerwolf until you find the village past it and 
talk to the villhgers. One of the villagers will give 
you the fortune rune. To get the prosperity rune, do 
the same as above, but take Ted (make sure you 
don’t go into your room). You can get only one or 
the other (you cannot get both prosperity and for¬ 
tune rune). - Chad Oh, British Columbia, Canada 


At the Options Screen, 
press and hold Li, L2, Ri, 
R2, and press X. A full 
cheat menu will appear altering gravity, monster 
size. Toon size, and court size. - Robert Garcia, TX 














































At the player select 
screen, hold Ri, R2, Li, 
and L2 and press any 
button. - Edward Chow, 
British Columbia, Canada 
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NEED FOE SPEED 2 


Track Codes 
Secret cars 


Track Codes: 

LDKMDT - Proving 
GRDWPG - Outback, 
HTYSBG - North Country, 
WGVLQG - Pacific Spirit, 
BRQQQG - Mediterranean, 
LILZIP-Mystic Peaks, . 
SHOTM - Monolithic Stud 
Secret Car: Beating tourn 
ment mode earns you the 
'igo Proto, 
aig Iseman, 

Army, Germany 


r 

RALLY CROSS 


Codes 



over fast enough? Feels like your 
car weighs like nothing? Enter a 
new season, and type the following: 
banzai - invincible to CPU cars 
feather- light cars 
fat tires - wider tires 
float - low gravity 
no wheels - wheels disappear 
spinner - lowers tire friction 
wheels - no chassis 
vet me- rookie season complete 
stone- heavy cars 
im a pro - veteran season complete 
weeoo - all seasons complete 
Game Shark Code; unlocks all cars 
and tracks - 800564560106 - Chris Simpkins, Wl 



Enter the following codes at the main menu screen: 
Level Select: Li, 0 , Li, Li, Li, 0 , 0 , 0 , 0 , Li, Li, 0 , 0 , 
Li, 0 , Li, 0 , 0 , 0 , 0 . 

Infinite ammunition: 0 , 0 , 0 , 0 , Li, 0 , Li, Li, 0 , Li, 
0 , Li, Li, 0 , Li, 0 , Li, Li, 0 , Li, 0 , Li, Li, Li, Li. 
Infinite energy: 0 , Li, Li, Li, 0 , Li, 0 , 0 , Li, 0 , 0 , 0 , 
Li, Li, Li, Li, Li. 

Ending Sequence code: 6H9DAQQJ2F 
-Derek Obi, KY 



Type MACSrPOO then immediately start a new 
practice. All tracks should be accessible. 

Game Shark Codes: 

Always finish first - 8009568E 0001 

Always have 500 race points - 80095692 01F4 

No damage- 8008A344 0000 

8008A34C 0000 
8008A368 0000 
8008A354 0000 
' 8008A360 0000 

8008A358 0000 

Unlock seven tracks - 80079758 0007 

Unlock the derby bowls - 8007975C 0004 

- Ryan Dilingham - ME 




To get a Mountain/Shore Chocobo, go to the 
Golden Saucer Area and feed the Chocobo a Yarabu 
Seed (phonetically spelled). To get the Super 
Chocobo, you must breed a Mountain Chocbo with a 
Mountain or Shore Chocobo at the stables. To get 
the Ultra Chocobo, you have a choice of either; 

1) Feeding a Chocobo from the Icicle Area a Zeio 
Seed (phonetically spelled) or, 2) Breeding a Super 
Chocobo with a Chocobo from the Icicle Area. 
-Nathan Flood, WY 


CODE ZONE - PLAYSTATION 

















This strange code only occurs after a character 
reaches a maximum o^thI hit points. The character 
will be in a “beserk” type mode during which the 
character will attack continuously until all enemies 
are killed, each of his hits will take more than 9999 
hit points of damage and no other character will be 
able to attack before he/she does. After the battle, 
the character’s hit points will be at 1/7777, so cure 
him/her and you will have the fever for the next 
match. Of course, this “Super 7 fever” lasts as long 
as the character has a max of 7777 hit points. 

- Paul Hawxhurst, WA 



infinite Cure 100 HP - 8009B378 9000 
infinite Money - 8009B9F8 FFFF 
infinite HP Hero - 800F84A4 7000 
infinite MP Hero - 800F84AO O3E7 
-Carlos Wilson. KY 



There is one Toroah key in every act, and for some 
there are special items you will ned to get to acquire 
them. Each Toroah Key is linked to a prism, and if 
you get all six prisons. Ash can be advanced to 
Vandalier. - Mike Greene, Mi 



These codes are to be 
done on the screen that 
shows the options and 
number of players: 

Long tracks - select + up, select + down, start, select 
Car jumps - square, circle, square 
Invisible Car - square+circle, L2+R2, square+circle, 
Li+Ri, square+circle 

Mad Race - up, up+select, left, left+select, right, 
right+select (note: make sure that player 1 is high¬ 
lighted blue) 

- Johannes Hekkannen, Haukipudas, Finland 



At the title screen, go to Options and set diffculty 
to AMATEUR and the trophy presenter to Male. Now 
go back to the title screen and press Up, Right, 
Down, Left, Up, Right, Down, Left. Now go to the 
options screen again and put the difficulty to PRO¬ 
FESSIONAL and the trophy presenter to RIDER’S 
CHOICE. Go to the title screen again and this time 
press Up, Left, Down, Right, Up, Left, Down Right on 
the D-Pad. You should hear a “chick-ching” if done 
correctly. - Marcus Bynum, MD 





MEGA MAN 8 

1 

I 

Extra Lives I 


To get extra lives, simply go to Clown Man’s Stage. 


Once there, you will see 
mouth open. Use your M 
beginning of the game); 
the clown. You should h 
should appear. You can 
you get the Exit Part from 
you defeat Clown Man. 

- Reyner Wycoco, Ontario, v.anaoa 


statue with it’s 

get this in the 
the mouth of 
and a i-UP 
up to 9 times once 
(4 bolts) and after 












































Entering these passwords will allow you to auto¬ 
matically use some secret and very weird vehicles 
(and er, items) to race: 



CITME - Citroen 

JEPME-Jeep Truck 

VOVME - Volvo wagon 

LIMOME - limo 

VANME - Volkswagen Van 

WAGOME - Covered wagon 

CRATME - crate 

OUTHME - outhouse 

LCME - Land Cruiser (Sport Utility) 

BNZME - Mercedes 

BUSME - bus 


SEMIME - Semi truck 
ARMYME-ArmyAPV 
BEETME - old Saab 
SNOWME-Snow truck 
QUATME - American car 
MAZME - mazda miata 
LOGME - Log 
TREXME - T-rex 

Enter this code at the password 
screen to have a quicker accelera¬ 
tion: 

POWRUP - Pioneer engine type 
Paul Schultz. Wi 



INTERNATIONAL SUPER STAR 


SOCCER 64 

Big Heads 
Special Teams 






Big Heads: At the title screen, press C-Up, C-Up, C-Dwon, C-Down, C- 
Left, C-Right, C-Left, C-Right, B, A then hold Z and press Start 
Extra Teams: at the title screen, press Up, L, Up, L, Down, L, Down, L, 
Left, R, Right, R, Left, R, Right, R, B, A, then hold Z and press Start. 

- Zach Good, OH 
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CODE ZONE - NINTENDO 64/SEGA SATURN 
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DOOM 64 

Cheat Menu 
Death Messages 
Final Stage 


Cheat Menu: Enter the password “?TJL BDFW BFGV 
JWB”. Start up game, and select “Features”. You 
can now choose from a list of cheats. 

Weird Death Messages: After you die, don’t press 
any buttons. Messages will subsequently appear 
stating utter nonsense. 

Here’s the password for the final stage, “The 
Absolution”: “W99N DNQJ ZBNO WWLB” 

- Zach Good 



Extra Courses: Complete 
every mission successfully, 
and find all six scientists. 

Ghost Car: On any racing level, finish the race, then 
re-enter the level with a different vehicle and you will 
race against your previous car. 

Turbo Start: On any racing level, press the accelerate 
button as soon as the last light turns green for a turbo 
start. - Zach Good, OH 



m 



Whjle in stunt mode, perform any stunt and press 
pause. While paused, the announcer should state 
one of his sayings. Then, when you unpause the 
game, your stunt points should not appear on the 
screen; if this happens, you did the trick correctly. 
When you finish the race, you are awarded in excess 
amount of points. - David Schiffer, NY 




Remember that big box-like shape in the middle of 
one of the rooms in the ship? Start game in Parallel 
3 (look in our Dark Savior section on how to get to 
Parallel 3) and go back to the room with a game 
machine. 

You can now play the game called Love-Love Mini 
Racer. - Anderson Cook, MS 
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DARK SAVIOR 



Secret Attack 


Having a hard time beating Bilan? Having a hard time getting behind him? 
Why bother, just turn yourself around. When Bilan approaches, give him a 
good back kick. A back kick will dramatically drain Bilan, just as much as if 
you were to hit him from behind. - DanGOhead 



DARK SAVIOR 


Bounty Points galore 


Here’s a code to get so many bounty points that you’ll never be able to use 
them in a whole lifetime. For this trick to work, you need to be slightly dam¬ 
aged, and have between i6 and 19 bounty points. This requires you to fall 
off areas so that you spend bounty points having Jack rescue you and having 
enough bounty points by defeating enemies. Now, when you have 16 
through 19 bounty points and your health meter is not full, go to your bounty 
handbook and heal yourself. Despite the fact that it requires you to have 20 
bounty points to have jack heal you. Jack will still heal you. If you return 
back to the bounty handbook, you have an insane number of bounty points 
that you can use. - DanGohead 



HP250 


HP250 


500pts 


70/80 GOBI? 
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80/80 eon? 1 
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CODE ZONE -SECA SATORN 



If you need help with 
this rather elementary 


screen press and hold. 
Up, Left, A, and C and 
press Start. Start a 
game normally and, 
while paused, press 
one of the buttons to 
get the following: 

A - skip to next act 
C - Go to last level 
Y - Sonic Medal 
B- skip to next level 
X - extra life 
Z - all chaos emeralds 
-ViReale.NY 


SONIC 3D BLAST 


• Ultimate Code 


INi 



V M 
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MEGA MAN 8 


See all animation 


Feel like watching an anime? At the title screen, 
push cursor on Bonus Mode. Hold buttons L and R 
and press Start. Now at the bottom of the screen 
there is an animation mode where you can see all 
the anime in the game. - Nathan Breaux 



is insectoid platformer? 

I try inputting R, right. A, L, Right, A, down, Y 
paused the game. 

- Michael Novick, NY 
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COMMAND & CONQUER 



Nuclear Missile, Ion Cannon, or Air Strike: At any 
time during the game, de-select your troops then 
press: A, B, C, L, D, R, U, L, D, R, U, then press A for 
the Nuke, B for the ion Cannon, or C for the Air 
Strike. 

Reveal Map: While playing, press U, D, R, L, A, U, 
D, R, L, A. All of the map should now be revealed. 

Money Code: Press the following for a S5,ooo 
increase; R, L, A, B, C, Z, Y, X, R, L. 

Laser Code: For this code to work, you mush have 
the Orca. Instead of shooting missiles, it will shoot 
two red lasers. The code is X, Y, Z, R, D, L, U, R, D, L, 
U, X. 

Build Up code: For this code to work, you must have 
a Power Plant and Barracks/Hand of NOD built. The 
code is Y, A, B, B, A, D, A, B, B, A, D, U. 

Visceroid Code: Push C, R, A, Z, Y, B, U, B, B, A. This 
will let you build toxic labs so you can build the 
Visceroid. 


CGI Level Passwords: 

2) WW45744GD 

3) OYHY8IUYL 

4) I7DKOR825 

5) WW44HWIA3 

6) WWPF 0 W 8 VP 

7) WWMVVNVXP 

8) 6JGTNXNL2 

9) 33SLFSUO2 

10) H75J2SVTK 

11) ENXDYDIFP 

12) 84ZWOTZ27 

13) WWOHHS3BO 

14) 4L29BWIDO 

15) K8APUGMOX 


NOD Level Passwords: 

2) K8SYV8WJK 

3) 0GKU3ZLOB 

4) CNZMEVFVi 

5) K8SYEVZDH 

6) KQ278650I 

7) QT9EBG2MB 

8) KQWQ2EFDG 

9) UVA3FWGEX 

10) WW43E37YN 

11) 0GERC3ANJ 

12) WWDU3KJNG 

13) 61A7BI2DW 

- Alex Otmakhov, MA 

























• 10 all new arenas, and this time they’re enclosed. 

• 30 characters. 12 completely new, each armed with their own deadly weapon. 

• Select from an unbelievable 30 frames per second or an even faster 60 frames per second. 
• Unique save/ranking feature holds your place between matches. • 2 player mode. 

• Dozens of brand new fighting combos. • Improved game and control dynamics. 

http://www.playmatestoys.com 


PIE^” is a trademark of Playmates Interactive Entertainment Batde Arena Toshinden 3 and its characters are trademarks of 
Takara Co. Ltd. ©1997 All rights reserved. Licensed by Sony Computer Entertainment America for use with the PlayStation 
game console. PlayStation and PlayStation logos are trademarks of Sony Computer Entertainment, Inc. 
















.CODE S 


get the 


get the 


“i DAYTONA CCE 


Hidden CarslAnimals 


Ever wish you could climb into the Daytona car 
from the first Daytona? Better yet, how bout show¬ 
ing some real horse power? At the Main Menu 
(Arcade/Time-Attack), press and hold the following 
buttons, in the following order to get the secret... 
vehicles. 

X+Y+Z+R - select with A-button for the original 
Daytona Car. 

X+Z+L - select with A-button to 
named Uma. 

X+Z+L+R - select A-button to 
as Umaa. 

*Note: codes must be done in this order for them to 
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BUG TOO! 


Cheat Menu 

r 

L_ 

p 



Laziness can get you somewhere sometimes... 

Start a game with any character and during the 
game, pause, and enter the following code for the 
cheat menu which enables level select, character 
select, sound test, and flying option: L, A, Z, Y, left, 
right. A, down, right. To access the flying option 
without going to the cheat menu, enter the following 
code while the game is paused: L, A, left, L, right, 
down, down. Now, unpause the game and press the 
X button to fly. - DanGOhead 


ca 



Play as the Palm Tree: Either of the following 
reveals the Palm Tree: 

1) Play the game for 84 hours, then go to Kumachan 
and press Z. OR 

2) Clear all the courses with five different charac¬ 
ters. Play 1000 games, then play course “I”. 
Kumachan turns into the palm tree. 

Play as Niku (Meatloaf): To play as Niku, turn the 
Saturn on (with Megamix loaded) 30 times. This 
only needs to be done once. Now select Kumachan 
and press X. 

Virtue Fighter 1 Shiba: Press X or Z when choosing 
Shiba to use a VFi-like version. 

School Girl Honey: Beat down the school girl 
Honey. Then at the character select screen, move to 
Honey and press X or Z (X is red, and Z is blue). 
Training Characters: Increase the number of “OK” 
counts for all characters in training mode (the total 
number should exceed 600). 

More Options: Play more than 500 times for three 
more options in the “Options Plus” (Stage type, 
1P/2P energy, and no damage). 

Hyper Mode: Two ways to get Hyper Mode: 

1) Choose Survival Mode, and finish the three differ¬ 
ence time limit mode: 3 mins (with 2 wins), 7 mins 
(with 6 wins), and 15 mins (11 wins). OR 

2) Defeat the computer with the default setting in 
team battle. Hyper mode will appear in Options 
Plus. 

F-14 Fly-By: In 2P mode at BM stage, when the 
match starts and the round number appears, both 
players must press the X button at the same time for 
the F-14 to fly-by. - Alex Otmakhov, MA 
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n enhanced version the popular 16 bit title - now impossible 
to find! Ogre Battle: Tlie March of the Black Queen features 
■:^|H mproved graphics, additional musical scores, and we ha\ e even 
redone the spells to look even better than the original > ersion! 

Command your army through the Zenobian Empire and reclaim the 
continent! Mong the way, recruit additional characters to join your 
quest. Once in control, will you hand over power to the rightful ruler 
or keep the continent for yourself? ^ 

Only you can decide! I Z . 

A proven hit! The name says it all! I 








COMMAND 75 DIFFERENT TYPES OF CIIAR.\CTERS! 

13 POSSIBLE ENDINGS ENHANCE REPLAY VALl E. 

NON-LINEAR GiYVIEPLAY. 

HAVE THE OPPORTUNITY TO BE EITHER GOOD. NEUTILXL OR EVIL! 
THIS LIMITED EDITION TAKES OGRE BATTLE TO A WHOLE NEW 
LE\T:L of 32 BIT GiVMEPLAY! 


■at Stategy/KT 
(PSExtr 






PlayStation 


Come visit us on the world wide web at www.atlus.com ■ 

© Atius Corp.. LTD. Ogre Battle™ Episode 5 March of the Black Queen is a Trademark of Quest© 1993. Artdink© 1996. Published by Atlus*^' Corp., LTD. 1997. PlayStation and the PlayStation logos are 
• trademarks of Sony Computer Entertainment, Inc. The ratings icon is a trademark of the Interactive Digital Software Association. Call 1-800-771-3772 for Game Rating Information. 
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MSCELLANEOUS- 
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MEGA MAN'S 


Boss Order 



Here is the best ord er of defeating the bosses: 
First Boss - Mega Ball 
Tengu Man - Mega Buster (Charged) 

Clown Man - Tornado Hand 

Grenade Man - Thunder Claw 

Frost Man - Flash Bomb 

Astro Man - Homing Shields 

Search Man - Flame Sword 

Aqua Man - Astro Crush 

Sword Man- Water Balloon 

Green Bubble Man - Thunder Claw 

Duo - Flash Bomb 

Bass and Treble - Tornado Hold 

ist Or. Wily - Water Balloon 

and Dr Wily - Mega Buster (Charged) 

- Jimmy Gray, WV 


MANX TT 


Lost in space after the ending? Need a ride? When 
the ending credits play and when you first see Earth, 
continuously ‘roll’ your D-pad with your thumb until 
you see a tiny shooting star-like object fly by Earth 
(should be when the U.S. SEGA credits roll by). A 
spaceship will pick you up and send you back to 
Earth. -DanGOhead 


SEGA U.S 

:. Credits 

u.xj. «uito 

Producer 


Producer 

. f 

Steve Hutchins. 

Steve Hiitchins 

SOJ Liaisoi 


.SOJ Liaison 


^yoichi Hasegawa 

Ryoichi Hasegawa 

Product Manager 

Product Manager 




Superbikes! 


Want to ride on the Super Sega Suzuki bike? Or 
perhaps a ride that’s a bit more lively? When asked 
to select transmission AT/MT, press Up, Up, Down, 
Down, Left, Right, Z, Y and you’ll be racing sheep. 

In Saturn mode, at the mode select screen press: 
Left flap + Right flap button +X + Y + Z at the same 
time to obtain all the super bikes. 

- Mark PaolettI, WA 
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INFINITE GILL 

8oo9B9F8:EoFF 

8oo9B9FA:05F5 

EXPERIENCE MAX 

CoiBi302:io40 

80181302:0000 

AP MAX 

DoiBo6D8:i02t 

8oiBo6D8:FFFF 

CoiBo6DA:oo43 

8 oiBo 6 DA :3442 

M AX HP 

CoiBi78A:1440 

8 oiBi 78 A:oooo 


MAXM P 

CoiBi882:1440 

80181882:0000 


TIME GAUGE SPEED UP 

CooA3C52:io40 

8 ooA 3 C 52 :oooo 

LIMIT GAUGE POWER UP 

DooA0DA4:ooo5 

8ooAi474:ooFF 

DooADDA4:ooo5 

8ooAi476:3442 

SAVE ANYWHERE 

8o0239AA:3Co4 

STOP TIME 
80011634:0000 
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Wargods® ©1996 Midway Games Inc. All rights reserved. Wargods. Midway® and all 
character names are trademarks of Midway Games Inc. Used by permission. Distributed 
under license by Midway Home Entertainment Inc. 
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LOMAX IN LEMMINGLAND 

I 

Game Shark Codes 


INFINITE LIVES 

80066854:0003 


ALWAYS HAVE HELMET 

8 oo 6 B 714 :FFF 



INFINITE MISSILES 

8 oo 5 FCFo:oo 64 

INFINITE NAPALM 


INFINITE ROCKETS 

8oo5FCF2:oo64 

INFINITE TAC 



INVINCIBLE 

AM BLASTER GUN 

80077660:0070 

8oo771oC:oooi 

UNLIMITED PSIONIC 

CYCLONE GUN 

80077668:0064 

80077110:0001 

UNLIMITED 18MM 

LOCK-ON CANNON 

80056494:0014 

80077108:0001 

UNLIMITED PHASE GUN 

PHASE RIFLE 

80056498:0014 

80077100:0001 

UNLIMITED HIFREO 

PHASE REPEATER 

8oo56A9C:ooi4 

80077104:0001 

UNLIMITED AM BLASTER 

PLASMA LANCE 

80056448:0014 

80077118:0001 

UNLIMITED LOCK-ON 

ZODIAC 

80056440:0014 

80077114:0001 

iSMMAUTOGyN 

ENABLE RAPID FIRE 

8oo77oFE:oooi 

80077680:0000 
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COMPLETE THE SURVEY BELOW AIMD YOU COULD WIIM A IMINTEMDO 641 


We need to know who you are and what you’re playing so we can hotter serve your specific 
needs. We’ll enter each entry in to a drawing and give away a Nintendo64 with Super Mario 
64 to the lucky winner. The winner’s name wiii he puhiished in a future issue of MegaFan. 
Xerox copies are of course weicome (to save the page). 


^our Name- 
'tty- 


Which sysleiii(s) do ypii {Buirentlir oviq]? 
Nintendo na Saturn. 

PtaySlalion_ || Super NES. 



Mate-_u Female. 


Genesis. 


GameGear. 


GameBoy. 
Other— 


!. Do you have regular access to a personal computer? 

yes__ No_ 

I. Approximately how many hours a week do you play? 
Home Video Games _ 


Arcade Video Gantes: 


Computer (PC) Games 
i.Have you ever visited a 
Yes 


n I! 




i. Have you ever visited wura^mefamcom? v 
Yes_ ^ No. 




I. How many games do you 

_Video Games :;i--_ Comprt^ 

r. How ihahy games do you rent per year? 

_Video Games _Computer Games 

i. Approximately how much do you spend on electronic 

entertainment each vear? s __ 

i/What are your favorite types of games? 

(10=favprite> J =lieastJavorlle) 


10. Where do you buy most of your games? 

Dept. Store—_ E. Boutique- Babbages. 

Software Etc. _ Toys R Us -- Sears — 

Tny stnra _ Wail Order . : Other- 


11. Where do you buy most of your magazines? 

Software Store_ Grocery/Drug Store. 

Book Store __ Mini Mart_ 

Newsstand——^ Subscription_ 

other _ 


12. How much time do ifpu spend with eacb^i^^^ 


I theiissue? 



7 

13. How many times per pionth do you 

14. Do you plan to buy the next issup? 

ll How many people look at your issue N^- i- 

16. Which other video game publications do you read? 

Name: ...'.' _ 


17. My household income: (check ciosest answer/optionai) 

$20,000-$30,000 __ $30,000-$40,000. 

$40,000-$50,000 $50,00p-$6p,000 - 

$60,000-$70,B0O $70,000rOver- 


18. What other activities do you enioy? 


Action 

Action/RPG — 

Adventure 

hriving 

Music 

nghBig 

Plalinnii 

PlITTiP 

Simula 

Movies 

Sports 

Strategy 

RPG 


other 


Sports 




intemOj^Ji^- 


.Hrs. 


Send completed Survey to: Reader Survey 5137 Ciareton Drive, suite 210 , Agoura Hiiis, CA 91301 aii entries mustbe received by August 31,1997.-For 
I cdnplele fist of riiies and details send seif addressed envelope to the address above. Void where prohibited by law. ~ --z=7_ 





























































































COVER FEATURE: TEKKEN 3 - STORYIINE 
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All Artwork ©Namco Ltd, 1997 . All Rights Reserved 
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*he King of Iron Fist Tournament 2 was ending, and a bat¬ 
tle-scarred Jun commenced her final approach towards 
Kazuya, now the known source of the demonic incursions 
that had swept through the competition. Jun was strangely 
drawn to Kazuya, fell at his feet and was sucked into a bond¬ 
ing union with him. A number of days later, Heihachi strode 
into Kazuya’s inner sanctum, and violently crushed his son in a 
flurry of fists and feet. The Mishima estate (or ‘zalbat- ^ 

su’) was now under his control, and Heihachi, not knowing 
of the devil residing within his estranged son, threw Kazuya 
into a volcano crater. Nine months later, Jun and her new¬ 
born son were visited by the Devil, and a desperate struggle 
took place between them both for the soul of their son. Jun, 
using her ancestors’ strength, dismissed this creature, and 
retired to the remote Yakushima mountains to raise the 
child. 

Meanwhile, a newly empowered Heihachi became the head 
of the Mishima empire, and actively set about solving dis¬ 
putes between warring factions throughout the world. 

Trusted by men of extreme power and wealth, the Mishima 
zaibatsu once again flourished, thanks mainly to the 
"Tekken Force”, Heihachi’s private army who journeyed to 
impoverished countries throughout the world to quell civil 
war and feed the hungry. A new peace enveloped many 
parts of the world. 

Fifteen years passed, and then, during an excavation in a 
particularly remote Central American valley, Heihachi’s 
“Tekken Force” discovered strangely carved ruins after a tor¬ 
rential flood ripped apart a hillside. The leader of the 
“Tekken Force” radioed to Heihachi, stating that a mysteri¬ 
ous figure had been seen in the darkened labyrinths 
beneath the ruins, and Heihachi ordered the capture of the 
creature. Moments later, a garbled radio message shocked 
Heihachi; “...the corps are completely destroyed...! He is 
after me...! Is he the God of Fight?! Arrrgghh!!” 

“Just who is this mysterious entity?” thought Heihachi. 

Ordering his private helicopter, Heihachi personally 
embarked on a mission to the ruins to locate his missing 
troops. Upon touching down, he was surprised at the large 
number of corpses, and this turned to sorrow when he real¬ 
ized his “Tekken Force” had been ruthlessly murdered by 
unknown hands. Snapping out of his misery, Heihachi 
instantly thought of his gain; “If I could control such a 
destructive entity, my childhood dream of conquering the 
world could come true! I must face this creature!” Taking a 
few moments to adjust his fighting pantaloons, Heihachi 
stepped forward into the darkness... 

Weeks later (and with no word of Heihachi’s whereabouts), 
a strange pattern of disappearance began throughout the 
world. The finest fighters of the strongest soul vanished 
from their dojos without a trace. High in the mountains, 

Jun’s psychic abilities warned her of a creeping menace 
approaching. Sitting a 15 year old Jin down beside her, she 
told him that “a tremendous power is seeking us and our 
souls. We must prepare for the day of judgment. Go to your 
Grandfather Heihachi should anything happen to me.” 

Thick storm clouds welcomed in newly disturbed and pow¬ 
erful spirit, and this creature stalked through the mountains 




























LEFT PUNCH •! 

TAP JOYSTICK ^ 


RIGHT PUNCH !• 

HOLD JOYSTICK 


RIGHT KICK 


LEGEND 


JOYSTICK NEUTRAL 


until it spied Jun’s dwelling. Through the howling wind, 
Jin battled his way outside to face a giant human, 
silhouetted against the deep blue sky. 
Raising his fist to fight, Jin heard his 
mother scream *‘run away!” and at 
that moment, he lost consciousness. 
When he woke, his mother was dead, and 
was burned to the ground. Jin fled to the 
estate and pleaded with Heihachi to train him in 
of Mishima-style karate. After hearing the story, 
brou^t Jin under his wing. 

Pondering Jin’s story, Heihachi became convinced 
that “The God of Fight^needed a strong soul to meld 
with and become even more powerful, and decided 
to hold a third King of Iron Fis|Tburnament. With 
the very best martial artists battling each other, 
this “God of Fight” was sure to be lured into a con¬ 
frontation. After four yel^of training, a 19 year old 
Jin is ready to engage all in combat. The King of Iron 
Fist Tournament 3 starts soon., 



•ARCADE 





SIDESTEPS 


No longer are Tekken warriors constrained to a “flat” fight with 3-D characters set in 
a tri-dimensional environment. With a simple (but quick) tap of the joystick (either up 
or down) you can now run or scoot circles around your brutish adversary. Ah...lf it were 
only that easy! Sidestepping effectively requires skill and consideration of a couple of 
factors that will help you avoid an extended stay at medical facility. The first factor is 
timing. Precise last second timing is required, or your opponent will redirect in mid 
attack/combo; thereby defeating the purpose of the sidestep (and possibly beating you 
in the process). Factor number two is the direction of the dodge. The collision detec¬ 
tion works in all three dimensions; so if you slip sideways into the path of an attack 
(eg. a sweep) it will still connect, even though it may have only just begun it’s motion. 
Gradually memorize the directions you need to sidestep to dodge your adversary’s^ 
favorite moves. 


SDPEDDMJADGE 


A completely new special power for Tekken contestants! 

Namco programmers must have been up late concocting this 
elegant conceptual addition to Tekken’s proven fighting 

I engine. The Rave Warriors have learned to 
harness the focused destructive energy summoned before they 
execute an unblockable attack and distribute it equally 
throughout their more than mortal physiques. When super¬ 
charged, a fighter’s hands glow with eerie azure sparkles 
which stream behind each attack for as long as the effect 
' lasts; thus increasing the damage of every hit 

landed (even blocked strikes now cause 
injury). Use this power whenever an opportu¬ 
nity presents itself (when your opponent/vic¬ 
tim is near death for example). Another great 
gift of the Supercharge is that the first hit will 
automatic counter hit, so make sure to 
move first as a high juggle 
hit. 


COVER FEATURE: TEKKEN 3 - TRAINING 
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of some payback 




RiVERSAlAQUMfEIII 


The evolution of techniques continues! First, all a defending 
fighter could do was block an oncoming assault. Then, some 
perceptive gladiators thought up ways to “reverse” an attack 
by negating it’s destructive power; followed by the handing out 
Now we have reversal counters! Some of the combatants didn’t 
their moves being used against them and have developed counter...er. 
The skill and timing involved in performing this should be vein-popping- 
insane and it is. You must PREDICT the counter (or always do the reversal 
counter after every move which is extreme in the same way as alligator thumb¬ 
wrestling would be) and enter the same command your opponent entered to 
reverse you (except you press the joystick forward instead of back [F+LP+LK 
reverse counters a B+LP+LK reversal]). 


Getting smacked to the ground is 
always embarrassing, but now 
even the most red-headed 
stepchild has a chance to re-enter 
the fray of fireworks and pound 
flesh with the new Instant 
Recovery ability bestowed upon 
the active Rave Warriors. Now 
when you’re mailed to the ground, 
in a flurry of fists and sparkling 
splintered bursts of radiant energy, 
you can instantly “return to 
sender” on your (soon to be 
painfully surprised) enemy. Simply 
slam spastically on any button as 
your bumpy cranium indents the 
ground, and pop up like nothing 
emasculating or ego deflating has 
just occurred. Lest you begin plan¬ 
ning the total destruction of all 
that oppose you because of this 
new found agility; you can still get hammered if you 
rise as your antagonizer attacks. However, it can 
save you from combos that have moves designed to 
hit you after you’ve crash landed from a juggle combo 
(and would have been unavoidable in previous incar¬ 
nations of the Iron Fist competition). 


mm 


The “kensei”or 
pick-off kick is 
another anti-jani¬ 
torial technique; 
it’s anti-janitorial 
in the sense that it 
prohibits the use 
of your bruised 
butt to mop the 
pavement. First 

off let me mention that it can only be used in the 
“funeral position” (face up & feet towards) and that 
it is performed by pressing down on the joystick 
and the right kick button at the same time. This 
diminutive jabbing kick will not create any sense of 
awe in your opponent or the crowd watching your 
heated fist-fest, but it will quickly bring you to bat¬ 
tle readiness while giving a teensy stinging pre¬ 
sent to your aggressor. The range is short so it 
seems most useful against close range ducking left 
kicks, or attacks used to beat your normal ‘getting 
up desperation strikes’, but if you whiff with it 
you’ll be just as vulnerable and lame-looking any 
other time you miss with an attack. 


tHliMVUilll 
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Throw countering has been changed in Tekken 3 for the better. The buttons 
required have been reduced and every throw can be countered. The basic formula 
for most throws is to press the punch button(s) on the same side as the buttons your 
opponent had to press to perform the throw. In other words, a basic right throw 
(RP+RK) is broken by pressing right punch, and a throw that uses both punches or 
buttons from both sides (e.g. RP+LK) is usually escaped by pressing both punches 
at the same.time. You have only one chance to reverse the toss; you cannot press LP 
then Rf to reverse either basic throws. Also, for those opposing the King of beasts, 
reduce the damage of his Giant Swing as you crash land by doing an Instant Recovery! 


































































SIDISTEPiPinNS 


The new sidestepping capability adds options, and therefore more depth, to 
the tried and tested Tt|^en serfi^ fighting engine. For one, there is the evo¬ 
lution of side throws ti^r all charact^»; This is usually preceded by a 
gloriousimiss by your(opponent and a succtflint sidestep by yourself, 

and it is succeeded by a divinely pristine 
bombardment of fleshy .attitude upon your 
opposition’s physique. Other than the 
new side throws, the only other 
in options are the ^^^le sidestep¬ 
ping” moves. These moves are exe¬ 
cuted, as their name describes, during the lateral 
movement of a sidestep. If you’re to be a champion 
at the new Tekken, you haye to adapt to the new 
concepts it includes; so work sidestepping, side 
throws, and sidestep moves into your fighting art 
sooner rather than later. 


In addition to (or instead of) reversals, some characters (for example Forest Law) 
have non-offensive attack re-directing type move^that knock an incoming strike to the side 
(true 3-D'is here, baby!). This also knocks your attacker off balance, and leaves him/her open 
for multiple spectacular head-wrenching-martial-art-techniques from your general 
direction. The opening is small, but with a minimal amount 
of experimentation you’ll be able to find effecti\ii| follow¬ 
ups with the character you love. Prediction (in other words, 

‘skill’) is required in order to choose the correct Dodge for 
the height of your opponent’s move, but the rewards are 
more than worth it in a close or high level fight. This is an 
inconceivably sweet addition to the Tekken engine. 



Finally, a unique property of the Tekken control system allows you to hold a button or buttons from a previous 
command and then just add whatever button(s) is/are missing from the next command and have it still come 
out like normal. I know an explanation is needed; so, as a common example, every character can press LP (or 
RP) to throw a jab and then press LK (or RK) while still holding IP (or RP) to execute a basic throw immediate¬ 
ly afterwards (normally LP+LK or RP+RK). This Is extremely helpful when trying to perform some of the multi¬ 
part throws some characters have. For F'aul’s neck breaker (after tackle RP, hold down+LP, LP, neutral+RK, LP, 
LP+RP) you can hold the last LP after pressing it, and then just add RP; it will count as LP+RP. King and Nina 

have many uses for this; usually in-between the last and next- 
to-last commands of a multipart. An good example for King is 
during King’s Manhattan Drop (LK+RK, LP+RP, LP+RP+LK); hold 
LP+RP, after pressing them, tHeh add LK. With this basic train¬ 
ing behind you, the time is right to meet the first five Rave War 
competitors this time around... 


0^' .d 
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COVER FEATURE: TEKKEN 3 - EDDY DORDO 



B orn to one of the wealthiest families in Brazil, Eddy began to learn all 
about becoming a Monarch from a very young age, thanks to his unsway¬ 
ing diligence and gentle demeanor. He would soon succeed his father’s 
position and become extremely rich... or so he thought. When he was 19, Eddy 
returned from schooling to find his beloved father lying in a pool of his own 
blood, gasping his last breath. Eddy already knew his father was involved in 
ridding the country of drug Barons; his months of tireless research and con¬ 
tacts with the criminal underworld had resulted in a detailed file of evi¬ 
dence. But now, all was lost. Eddy’s father was dead, and the young 
Gordo immediately vowed to bring his father’s killers to justice. “No!” 
spluttered his father with his last dying breath, “Now is not the time to 
fight back! Take the blame for my death and hide yourself in jail.” 

This excellent student fell from grace and landed in prison; con¬ 
demned to a hellish existence among the deadliest scum of all. 

Eddy often wept at his hopeless situation, and this moping turned 
into anger and hate for the murders of his father. Then during a riot 
at the jail, Eddy witnessed an extraordinary incident; a mysterious 
old man with stunning fighting skill. Thrilled by the style of this man’s 
arts, he asked him what techniques he employed. Capoeira was the 
answer. He then began a harsh daily training session which lasted for eight 
years until the power of Capoeira was in his 
grasp. 

Eddy turned this art into a deadly weapon, 
driven by an all-consuming hate for the nar¬ 
cotics Barons. Once released from prison, 

Eddy heard about the “King of the Iron Fist 
competition”, and made inquiries about the 
Mishima empire. With the Mishima troops 
under his control, Eddy thought, an exacting 
plan of bloodthirsty revenge could commence... 


“You may think you can fight... 
but can you dance? Your blood 
shall spill and i shall win. Let 
the slaughter commence and my 
power amaze you! Those filthy 
drug barons will be crushed! i 
will avenge you, father!” 
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That spinning Tasmanian freak from 
Saturday morning cartoons has noth¬ 
ing on our deadly dancer Eddy! The 
key to the effectiveness of Eddy’s art 
depends upon several elements: 
epileptic confusion, movement from 
technique to technique (like streams to 
and from a river), and good old intu¬ 
itive psychology... plus mashing on the buttons sometimes has 
pleasant results. 

First things first. Learn how to link Eddy’s moves together. 

Many of Eddy’s techniques give you the option of coming out of 
the move in a position which sets you up for other moves. These 
positions include sitting, lying down, or in a handstand, and each 
of these positions have insanely acrobatic moves linked to them. 

the attacking pattern master. As you 
play, memorize the series of moves 
(attacking patterns) that give you good 
results. As a general rule of dance, 
these patterns will involve changes in 
move heights, combinations of moves 
that cause you to look open for an 
attack when you’re actually lying in 




wait, unusual and unexpected actions 
that are effective at beating retaliations, 
and invincibility (not really, but if your 
opponent can’t catch the beat then he’ll 
get banged and bashed all over the 
dance floor). 

Good moves are many, good uses are 
endless. His DF+LP is quick and safe 
even if done in a row. Breakdancing is coming back with Eddy’s 
Slippery Kick (standing, sitting, or in a handstand) RK, (quickly) 
LK. Done correctly, your opponent’s cranium will wish it had 
stayed in it’s fat shoelace-covered closet. His incredible double 
leg kicks (the moves that use LK+RK) are good when mixed in 
your strategy but not when used repeatedly. The Kneecap Crusher 
has good range and can be used after a (very close) DF +LP, B+LK 
pattern (a Knee Thruster pattern). Use 
DF+LK to get into the handstand posi¬ 
tion instead of the “Hit me please, my 
last name’s Dullard!” move F+LP+RP. 

Finally, get the rhythm of Eddy’s Rodeo 
Spin throw; it breaks the most bones of 
all of his throws and Eddy finishes with 
a lot of room to GET BUSY... 















































£k 


Hame 

Commanil I 

Hame 

CommanH I 

Rio Deal 

close to opponent S8 

lunging Brush Fire 
to laydown 

=i>-^ 88 ^ 

Rie Special 

close to opponent 81 

Missile launcher 

close to opponent lelt side 

18 or 81 

lunging Brush Fire 
with Fade Away 

^ 88 <- 

ShaBewDancer 

close to opponent right side 

18 or 81 

lllusien with Spin Kick 

88 88 4 88 

FreakShow 

^ 88 

AirMail 

close to opponents hack 

18 or 81 

Freak Shew to Crouch 

^ 88 4* 

Tee Tap 

^ 88 

Reverse Throw 

shew your hack to opponent 

18 or 81 

Tee Tap te laydown 

^ 88 4> or 

Circle Kick 

while sumding up 88 

BoBeeSpiu 

<i=i^4^^88 

Facelammer 

while standing up 88 

l-2Flhews 

88 88 

FruitPicker 

88 

BarheP Wre IBainmakerl 

88 

Superchaiger 

tt 

Barhed Wire Ulainmakerl 
toHaudstaud 

^ 88 «= 88 

Hammerhead 

while crouching SS 

TuckB'Bell 

while crouching ^ : 8S 

SlIpperyKick 

llegCIrclel 

88 88 

CryiugBeedle 

while crouching SS 

FrentStInger 

while crouching or 
standing up 8^1 

SlIpperyKick Hep Circlel 
toHaudstaud 

88 88<- 

FrontStinger 

wBhBetieat 

while crouching ^ or 

standingup ^ 

Slippery Kick lleg Circlel 
to Side Flop 

88 88 during 88 88 

FrentStInger 

withBellCut 

while crouching or 
standingup 88 4> 

Beemerang 

^88 

Satellite Moon 

88 88 

KneeSllcer 

dnrlugRelax 88 

Samha 

^ 88 

lowHeader 

durIngRelax 8S 

HeadBanger-B 

^ 88 

Panama Wings 

during Relax 88 88 

Samha to SlIpperyKick 

^ 88 88 

lew Front Stinger 

durIngRelax 88 

Bushwacker 

^ 88 88 

lew Front Stinger 
CancelKick 

durIngRelax 88 88 

Shin Cutter 

^ 88 88 

CutCresser 

88 88 88 

low Front Stinger Cemhe 

during Relmi 88 88 

Cut Cross Header 

^ 88 88 88 

Reverse Scoop Up Kick 

durIngRelax 88 88 

Cutting leg Bihipper 

1^ 88 ☆ 88 

SlIpperyKick Comho 

durIngRelax 88 88 88 

Bushwacker 

^ 88 ☆ 88 

Ble Bought 

durIngRelax 88 ^ 88 


to Hot Plate Special 


MarsHttack 


Fire Kick 


Fire Kick a Relax 


Brush Fire 


Knee Thruster 


BackSumuni 


BackSununy 
with Scoot Kick 


BackSummy 
with Fire Kick 


f or ^ di 


^ 88 


< 1 - 88 88 88 


^ 88 88 88 


^ 88 88 88 


^ 88 


88 


lor ^ 


'O' (or ^ ter ^ } 


^ 88 


^ 88 


^ 88 


^ 88 88 


=i>^ 88 88 


=!>-» 88 4 - 


^ 88 


^ 88 


m 
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COVER FEATURE: TEKKEN 3 - EDDY GORDO 



Name 

Command 

Hame 

Command 

Hanastana 

88 

Rewinder 

88 

HaadstanilBacliwarit 

dnrtng Handstand ^ 

Hewinder 

88 

Hanamnaforwara 

dnring Handstand ^ 

JumpingJacks 

Sidestep or Hewinder 88 

HanBstanil Walking 

dnring Handstand 

[Right Step Piston KickJ 


Handstand to Omiagillo 

dnring Handstand ^ 88 

JumpingJacks to laydown 

Sidestep or Hewinder ^ 88 4> 

HandswndPereli 

dnring Handstand 4^ 

JumpingJacks to Back Kick 

Sidestep or Hewinder f 88 88 

Handsand Tilt Right m 

dnring Handstand 

JumpingJacks 

Sidestep or Hewinder 

Handstand Tilt Bight (BJ 

dnring Handstand 

to Fvll Stinger 

t 88 88 

Handstand Tilt Right 

dnring Handstand f 8S 

Hot Plate Special 

Sidestep or Hewinder 88 

llowKIckJ 

or ^ Si 

Hot Plate Special to Handstand 

Sidestep or Hewinder^ ^ 

Bandstand to Holicogtor 

dnring Handstand 88 

Twister Scoop to Back Plant 

Sidestep or Hewinder 88 

Handstand to Circle SB 

dnring Handstand 88 88 

Twister Swirl Kick 

Sidestep or Hewinder^ 

Handstand to Circle Stand 

dnring Handstand ^ 88 

Twister Swirl to Back Plant 

Sidestep or Hewinder^ 88 

Handstand to Scoot Kick 

during Handstand ^ 88 ^ 

Twisters 

Sidestep or Hewinder 88 88 

Handstand to Ciantsten 

dnring Handstand 88 

Twister Combo 

Sidestep or Hewinder^ 88 

Handstand to Cemho 

dnring Handstand 

Jumping Jacks-Hand Staps 

Sidestep or Hewinder 88 

Handstand to Flog Kick 

dnring Handstand 88 

Jumping Jacks-Mlrage 

Sidestep or Hewinder 88 

Handstand to Flop Bight 

during Handstand 88 

Jumping Jacks-lslandklirage 

Sidestep or Hewinder 88 ^ 88 

Handstand to Flop left 

during Handstand 88 

Jumping Jacks-Wheel Kicks 

Sidestep or Hewinder 88 

Handstand to CIrcns 

during Handstand ^ 88 ^ 

JumpingJacks to ducking 

Sidestep or Hewinder i 

Handstand to Carnival 

during Handstand 88 88 88 

JumpingJacks- 

Sidestap or Hewinder 

Handstand to Snper Carnival 

during Handstand 88 88 88^ 

Sae Paulo Special 

88. 88 88 ^ 88 

Handstand to Calypso 

during Handstand 88 88 88 

Jumping Jacks-Bos Sole 

Swestep or Hewinder^ 88 

Handstand to Hive 

during Handstand 88 

Jumping Jacks-Cruncher 

Sidestep or Hewinder 88 

Handstand to Straight Flop 

during Handstand ‘t< 88 

or 1f> 88 

Handstand to Rotator 

during Handstand t 88 i 
or 88 i 





































































Ilfilte somf affuniM 
k|i spiritua battle bw 
it|er, Jun tlok her son 
|lnountaiffi. Once avi 
Blfor spiril|ial fulfillmi 


Hationalitv: 
Japanese 
Fighting Style: 

AguancehMishima 
karate, Kazama 
seiMefense 
Age: 19 
Height: IBBcm 
Weight: 75kg 


BloogType:AB 
Occupation: 
MartialArtist 
Hobhy: Forest 
Bathing 
likes: Mother's 
principles 
Dislikes: Deceluing 
others 


III KiliMi 


fly uhi^n betuTeen Jun Kazama and 
^e|i his mother and the evil 


ndivanished into a remote for- 

fjf ftom civilization, Jin’s 

it; made all the more emotional 


J in Kazafh9 isl 
Kazuya Mishii 
contained witl^ 
est deep in the Yall 
upbringing becametL„ 

by Jin’s past tormen| ^ t«|ijng lunfe self-defen^^echniques and channeling 
his inner Chi into m^pt powers (aifl conversation with his mother’s ances¬ 
tors), Jin became fas^^at^'by tho^gower of lightning (a summoning skill 
passed down from his fath^ 

After the great “God of Fight” destroyed his home and vanquished his beloved 

mother, a 15 year old Jin fled into the safety of his 
grandfather’s estate. Training hard every day under 
the supervision of Heihachi, Jin’s goal was to become 
a master of advanced Mishima karate, and then to 
confront this mysterious entity. Heihachi proved to 
be a considerably talented and knowing teacher. 

Four years later, a 19 year old Jin Kazama has 
mastered both the Judo arts of his mother and 

the Mishima 
karate of his father 
(he even sculpts his hair 
using summoned static 
electricity). Now he 
begins to take action as 
a deadly martial artist... 


mmmamm 


‘The forces of nature shall 
prevail! Take heed, o hated 
God of Fight; my electrical 
storms will surround and 
strike you down! I shall not 
fail you, mother dear!” 


The benefits of excellent lineage have never been more lucidly proven 
than in the Mishima/Kazama combination of uncontrollable electromag¬ 
netic power and incomprehensible dancing combinations present in this 
Iron Fist Tournament. He has head-ringing power at every attacking 
height, an ominous tackle, bone-crushing move counters, and even an 
impervious electro-forcefield!! A lack of sidestepping versatility may be 
a weakness, but Jin really has no need for fancy footwork. 

From his mother’s side he has dance-like moves that, while not per¬ 
formed with the sublime elegance of Jun, are highly effective additions 
to t he Misf|ima “More power!” camp. The Three-Ring Circus is an old — 
typically overused-^lavorite of Jun players because of the hit heights, 
potency of the selectable last strike, and sureness in juggles. Jin is the 
middle level master; so sometimes mix this combo in after a blocked 
Twin Lancer (or just DF+LP). This will often catch opponents off-guard 
who are expecting follow-ups (after the Twin Lancer) such as; an LP 
combo, move counter, throw, Lazer combo, heel drop, et cetera. Another 
use of the Three-Ring Circus is to lift a pummeled and juggled opponent 
I off the ground for more abuse; even after the 
Left Splits Kick or the first kick of the 
Spinning Demon you can sometimes tag this 
combo on afterwards. Other maternally 
inherited moves are the Double Lift Kick and 
Tooth fairy. The Double Lift Kick is very short 
I range so use it after the Twin Lancer, crouch 


dash (et cetera), but the Tooth Fairy has nice reach, power, and launch¬ 
ing capabilities (as long as the shards of your adversary’s teeth don’t 
shoot into your eyes as he “lifts off”). And finally... those counters; you 
know about these by now, use and abuse! 

From Kazuya’s dysfunctional and confused (not to mention demonic) 
side are the usual F, neutral, D, DF type moves (Rising Uppercut and 
Spinning Demon being best), axe kicks (DF+RK,RK is useful). Round 
House to Triple Spin Kick (Evil. Just plain evil). Flash Punch Combo 
(more useful than the Demon Slayer,; plus the third hit can be 
delayed), and the Demon Scissors (can you say “combo finisher?” I 
knew you could). The pleasures of powerful and perpetually perplex 
pensive people... 

And finally from the Jinster, we have an excellent selection of bone¬ 
breaking attacks... let us begin. First off are the Lazer combos; which 
are delayable, powerful, and long range (the whole combo moves you 
forward quite a bit). With a counter hit, all three strikes of either combo 
is a ‘true’ combo (unless your opponent blocks the last hit by pressing F 
instead of B), but even if the last hit is blocked, you’re not left that vul¬ 
nerable. His main harassment attacks (along with the common low 
punch or kick) are his Twin Lancer (GOOD... ’nuff said), 893P (stuns 
opponent, and creates an opening when it connects), and the Demon’s 
paw (pulverizing hitting power and pretty good recovery). Last is the 
Force... a repelling atomic aura charge that makes an attack bounce off 
Jin like a hot air balloon in an Autumn breeze. Boing... 



COVER FEATURE: TEKKEN 3 - JIN KAZAMA 






















COVER FEATURE; TEKKEN 3 • JIN KAZAMA 




Double High Sweep 


ShouUefHh 


ChickebButd^ 


Remse Threw 


Ultimate Tackle 


eemmanH 


Cemmand 


Ultimate Punch ^ 

w 

^m^ckle 88S888S888 

Crosshrmlock 


mnugmkle^ 

UUimate Punch 

te Cross arm lock 

T, ^ 

vlUmate punch m3 

Complicated Wire 


Wrist Chuck Slam 

Close to opponent ^ 8S 

Counterattack % 

^ 18 (o/'<i=8S) 

3 Ding Circus 1 

88 88 88 

3 Ding Circus Combe \ 

88 88 ^88 

Teeth Faliy % 

during side step ^ 

Spinning High Kick 

1^88 

BackSplnUlck 


BouhleintKlck 

't' 88 

Force 

^88 

Supercharger 

SS 

lett Bight Cemhe 

88 88 

Twin lancer 

^ 88 88' . 



11 










5 * i 


|» 



leaping Side Kick 

1"# =# =€> 88 

Shoot The Works ^8 

1^888888 

Sheet The Works Upper^m 

Ka88^ 88 

UpperCut i^ 

mm standing up 88 

Knee Kick ^^9 


1-2 Knee Kick 

B&88 

TsunamlKlck SI 

milesmndlngup 88 88 

Flash Punch Cemhe ^8 

P 88 88 

Demon Scissors 

88 

Blslng Uppercut ^8 

^ 88 

Dragon Uppercut 

fe ☆ ^ 88 

Dragon Uppercut 
te Spinning Middle Kick A 

fo ☆ > 5 !!^ ^ 88 88 

Dragon Uppercut 
te Spinning lew Kick , i / 

’'f) ☆ ^ ^ 88 88 

SpinnIngDemon ^ 

^ 88 88 

Demon Slaver 

88 88 88 

Twin Pistons li 

while standing up 88 88 

lett Splits Kick 

■=€> 88 

lightning Uppercut 

<^88 

lightning Screw Uppercut 

♦■88 

Uoundhouse 
to Triple Spin Kick 

^ 88888888 

HeelDrop ^ 

^ 88 88 

HeawBedvBlow 3^ 

< 1 = -» 88 

laer Cannon 

^ 88 88 88 

laierScraper Ml 

t ^ 88 88 ^ 88 

893P 


Demon’s Paw 



0 




























































































































Hationalitv: 
Mexican 
Fighting Style: 
Wrestling 
Age: 28 
Height: 200cm 
Weight: 90kg 
8loodType:A 
Hohhy: Pleasing 
ehililren 


Occupation: 
Professional 
wrestler, Orphanage 
manager 
likes: 

Drinking beer in 
victory with 
armorking 
Oislikes: 
Tears of children 


mmmm 

‘^ere is the God of Figiht, 
the murderer of my master?! 
Fear not, small children, for 
the new King is here! Quake 
with terror, the anger of the 
beast is upon you!” 


street urchin was 
^ brought up in a Mexican 
)rphanage owned by the 
original fighter to bear the name ‘King*. By the age of 24, this wrestler worked 
hard with King until one day, news broke of King’s tragic death by unknown 
hands. Seeing that the orphanage would crumble into ruin (the money gained 
from King’s wrestling matches was the only funding received), this man 
donned the mask of King and imitated his style. Unfortunately, he had only 
seen King’s wrestling moves as a child, and he lost every competition 
he entered. One day however, another man with a mask visited the new King, 
introducing himself as an old friend. This fellow was Armor King, interested to 
find out if rumors of King’s successor were true. Armor King was responsible 
for the first King’s death, and full of remorse, he trained this new wrestler with 
a host of bone-crunching moves and more techniques besides. The guilt of the 
old King’s death lay heavy on his shoulders, and training this new fighter to 
take King’s throne was a way of showing respect. 

For four years the two of them trained, and the new King learned quickly; 
maturing into a forceful wrestler with extreme power; known as King the 
Second. Told by Armor King that the “God of Fight” killed King the First, this 
new player’s rage became unstoppable. “My master died at his hands?” 
roared King the Second, “He shall pay with his miserable life!” King’s trem¬ 
bling fists became wet with the tears of Armor King. With a nod of his 
head, King shook Armor King by the hand... an old friendship had been 
restored, and a grim secret would never be revealed. Now the new King 
must prove himself in the ring. 




This new King may not truly be the 
king of the beasts, but he may well be 
the monarch of this tournament! No 
character, in any game, has as many 
throws as our fair furry friend. Ducking 
or standing, sideways or turned around, 
laying face up or face down; in no posi¬ 
tion is your opponent safe from the 
throw-happy paws of our favorite Iron Fister. Mastery of King’s 
throws is of the utmost priority, but setting up his gruesome grap¬ 
ples and just general scrapping is also part of the day’s events. 

As even the most nearsighted of players can see, the new King is 
a big boy. His moves are slow so restrain your arsenal to a few 
strong moves until your opponent is primed for a big move or throw. 
Harass with DF+LP, DF+RP, DF+LK, and if close, DF+RK (Down- 
Forward the death out of your potential throwing dummy! Oh yes!). 

DF+LP and DF+LK have the best range 
and are the most useful in breaking your 
opponent’s blocking tendencies. DF+RP 
and DF+RK are good close range moves 
used when your unruly foe expects a 
throw and tries to counter. At middle 
range, switch up between F, F+RP and F, 
F, neutral, RP (remembering to Jaguar 


Driver any victim stunned by this). 

Similarly, use his Stagger Kick and the 
Stagger Kick into Spinning uppercut; 
mixing these up into a deadly, savage 
brew. 

After breaking in your quarry, these 
moves will put them in their rightful 
place... as your dogs. Unblockables like 
LP+RK, F+LP+RP, (if close) F, F+LP+RP, and (turned around) LP+RP 
are good if your prey begins to hesitate, think, or block too much. 

If your target starts to guess and attack, use moves like (sidestep) 
LK+RK, UF+RK, or F, neutral, D, DF+LP+RP. 

Throw at any opportunity. Notice when your opponent cowers and 
blocks, then POUNCE! Since most characters are quicker than 
King, they will try to beat him to the punch, so improve your side¬ 
stepping timing, and side throws will come as a matter of course. 
Ground throws (the fear bringer without 
equal) are set up by good technique 
against grounded enemies. Rip apart 
your challengers when they attempt to 
escape the pavement with harassment 
or power moves; this makes them wait 
before getting up, and in so doing, a 
ground throw is given birth... 







COVER FEATURE: TEKKEN 3 - KING 






























































COVER FEATURE: TEKKEN 3 - KING 




Name 

Command 

Palmattack 

88 88 

Palm attack to Attack 

88 88 88 

Exploiler 

SS or ^ 8 S 

Running Exploder 


Convictkick 

=#=#88 

Capital Punishment 

^ 88 

Staggerklck 

888888 or i ^ 888888 

Staggerklck 

4>>8888888888on ^8888888888 

ElhewDrop 

f (or 5^ or ^ ) 81 

K's Flicker 

‘=i> '=i> 88 

Stomach Smash 

☆ 85 

Crouching Uppercut 

i ^ 88 

Head First lunge 

=#=^>88 

FrankenSteiner 

^88 

Jah Uppercut 

88 88 

Jah Uppercut 

while crouching 88 88 

MeonsaultUodx Press 

88 

Jaguarlarlat 

^88 

FlhewUrop 

^ 88 

Spinning Uppercut 

after Urst hit el stagger kick 88 

Ulsgracelul Kick 

^88 

HeadSpinner 

88 88 

atomic Plaster 

turnback 88 

UeadlgUeemerana 

during side step 88 

laxun 

close to opponent -^88 

UlackBomh 

4 ^ ☆ 88 

legUreaker 

^ 88 

KnockoutPunch 

during side step 88 

Shoulder Tackle 

^88 

Supercharger 

» 

Ultimate Tackle 

'I' 88 or IT 88 or=# ^ 88 

Ultimate Punch 

alter tackle 8888888888 

CrossOrmleck 

altermckle 88 


\Name 

Command 

Cross arm lock to arm Twist 

during cross arm leek 88 

leg Cress Hold 

attertackle 88 

Stretch Comhe 

during leg cross hold 88 

Shoulder Cracker 

close w oppoiwnfs upper haU 
wUlelyliwonhaek S8 or 8S 

Swingaway 

o/ose to oppoiwnrs lower hag 
wUloMogonhack i^t8 

HeadBemher 

close to emonears lower 1 ^ 
whUe lying on hack 8 S 

Figure Four leg leek 

close 10 opmenfs lower haP 
while lying on imek irSt 

ever Turning 

close to opponenfs letter right side 
while lying on lack S8 or 8S 

WiugTearer 

o/ose to oimonenrs upper hall 
while lying on lace S8 or 8S 

HaU Boston Crab 

ehwe to oppenenfs lower hall 
while hniw on hack t8 or 8S 

CamelClutch 

close to opponenfs lelt side 
while lyha on lace S8 or i!^ 81 

Bow and arrow Stretch Held 

close to eppmenfs right side 
while lying on lace S8 or 8S 

Throwaway 

Close to opponent «-88 

ThrewawayFeint 

close to opponent ^88 18 

Threw away Knock Bowu 

close to opponent <-88 8t 

Throw and Uestrey 

close to opponent <- 88 

Turnaround 

close to eppeuent <-88 88 

PUeUriver 

close to opponent ^ 88 

Boston Crah 

wait IB Irames during pilednver 
88888888 

Bouhle arm Face Buster 

during pUe driver 88 

Hi-Jack Backhreaker 

at stomach smash counter hit 
88 

JaguarUriver 

at stomach smash counter hit 
884 88 

Smndlng Heel Hold 

close to opponent =# 4 ^ 88 

Indian Beath lock 

during standing heel held 
88888888 

King's Bridge 

during Indian death lock 
8888888888 

Single Toed Foothold IS.T.F.J 

during standing heel hold 
88888888 

Scorpion B^th lock 

dnring standing heel held 
88888818 

arm Breaker 

close to opponent ^ ^4 ^ 88 

Triple arm Breaker 

during arm breaker 88 88 

arm Breaker to Head Janmer 

during arm breaker 8888 8S 

Struggle Comhinatien 

during arm breaker to head 
Jammer 8888888888 

Chicken Face Wing lock 

during arm breaker 888818 

Bragon Sleeper Finish 

during chicken face wing lock 
8888888 I8S 

Belling Cradle Finish 

dnring chicken face wing lock 
S8888I88I8 






































































































































name 

Commanil 

\Hame 

CemmanP 

Reverse Urn Slam 

cleseteeppenent^ ^ t8 

Masrile Raster 

PmbtgvkPanbimib^^^^U 

Reverse Arm Slam 

elesetoepponent‘^ ^ 8t 

WMIngRat 

cleseteeppenent S8 

Rack Dree 

Guring reverse arm slam 888888 

SuiPui 

cleseteeppenent 81 

German SuRlex 

Paring back Prep 88 88 

RrgenUna backbreaker 

iremeppeneifsMsUel^er^ 

PewerRemR 

Paring german su^mi 888888 

KmeCmsber 

mrnepponenrsriglPsbMBer^ 

Giant Swing 

Puring newer bomb 88888888 

^Boston Grab 

close to eppenenfs back t8 

MnscleSuster 

Paring newer bemb^^^&U 

Colmnrist 

close to opponents back 81 

Reverse ^tdiSiweiasmnb 

cleseteeppenent ^ 88 

OretebBuster 

i^meteomumentsback^ ^81 

Reverse snetch^mel^Remb 

close teeppenent ^ ^ 81 

Rmmrselbrew 

skew back to opponent t8or8S 

Cannenball busier 

Puring reverse stretcb special 
bomb 888888 

MUgHeaPleck 

cleseteeppenent 88 

Tmabstene PllePriver 

cleseteeppenent ^ 88 

ManbattanDrop 

ibaing cannenball bimteri&9i9 

Spinning Jbrow 

iPesetommian^i^^'^-^^ 

VIcteiyRemb 

ibiringmmPmttanibnp^^^9i 

Frmkenstelner 

^88 

GlantSwIng 

Puring iPcteiy bomb 88888888 

Hnie Fear leg lock 

cleseteeppenent 88 

Muscle Raster 

Paring Mn;foiylro/iilr88888888lt 

ttwBasb 

close to eppenem ^ 88 

Cannenball buster 

Paring siPe step 8t 
(when grabbing eppenenfs 
hack, letter right sIPe) 

Mmie Buster 


lamping Power Bomb 

eppenem erouebbm^ S8 or# 81 

inwerDoPge 

^ (or #) 88 ori^ (or #) 88 

ManbattanDren 

Puriiu cannenball In^m&^ft 

leg Screw 

cainsiieMimioMack*-k8er*-dk 

RlcteniRomb 

Puring manbattan Prep 
88888888 

DouIPe Heel Help 

conespomieatwaiaet^-FBor^-dl 


Slantswing 

Puring victenibomb 88888888 



ARCADE 








COVER FEATURE: TEKKEN 3 - KING 















































































































































COVER FEATURE; TEKKEN 3 - FOREST LAW 








noHu 


Hationality: 
American 
Pigtiting Style: 
Marshall' Arts 
Age: 25 
Height: 177cm 
Weight: 66kg 
BlooilType:B 
Hobby: Shopping 


Occupation: 
The future seconu 
master of the 
Marshall Doio 
likes: GreUltCarUs 
Dislikes: HiUing 
tanUemonahlke 
with Paul PhoeniH 


T he son of Marshall 
Law, Forest has 
trained long and hard 
at his father’s dojo (he 
will eventually own this 
school of excellence), and 
while his skill in the ‘Marshall’ Arts has been 
honed, past atrocities have made Marshall very 
wary of his son’s safety; to such an extent that he 
has forbidden Forest to enter any contents with 
martial artists outside Marshall’s group. In fact, 
the only fighter other than Marshall’s pupils that Forest sees is 
Marshall’s old friend, Paul Phoenix, who visits every three months to spar 
with Marshall. 

One month however, Marshall was absent (building a new dojo), 
and Paul arrived to ask Forest to join him in his style of training. 

Stoutly refusing this offer, Paul coaxed him again; “Are you 
afraid?” he asked. “No!” answered Forest, before they both clam¬ 
bered onto Paul’s bike for a joy-ride. After the race, an unsteady 
Forest dismounted and told Paul he was forbidden to fight with 
others and the third King of Iron Fist Tournament wasn’t for him. 

“But Forest,” replied Paul, “you have a better talent than your 
father!” Perplexed, Forest wondered if this was true. Eventually, 


Paul convinced him 
credit card to pay 


enter the competition (and Forest used his 
both of them); this was the perfect event 
to test whether Forest was skilled enough 
to inherit his father’s dojo. 

Finally, Forest left the dojo, and 
rode off to the competition 
against his father’s wishes. An 
enraged Marshall returned later to 
discover his dojo empty and a note left behind writ¬ 
ten in Paul’s script; “Your son is stolen!”. 


‘*Your honorable 
defeat will show my 
father that his son is 
fit to rule the Law 
dojo! Thank you 
Paul... now pre¬ 
pare to be 
crushed!” 




Marshall’s boy. Forest, is up to no 
good with eraser-head Paul; lucky for 
him he has some *god-Lee’ skills to 
protect him from the less enlightened 
‘disbe-Lee-vers*. The cool new stance, 
duds, and movement immediately slap 
you with the realization that this isn’t 
the same Law you’ve been playing for 
years, our similarities aoound. What you can be sure of are the 
poor, unfortunate, and hurtin’ victims of his fantastic flipping feet. 
Let the Dragon re-enter his domain... 

Forest has inherited most of his father’s infamous flip kick com¬ 
bos. His Front Kick, or Low Kick (or the similar Rampage), or 
Double Impact to Somersault combos are usually the most rav¬ 
aging. This is due to the fact that they are true combos; if the first 
hit counters an opposing fighter’s strike, juggles can follow with 
innate ease. The Triple Head Kick to 
Somersault can also catch a rival mar¬ 
tial artist off guard with fluid-losing 
results. Other kicks worth mentioning 
(and using, upon your rigidly styled 
opponent) are the Dragon’s Tail and 
Slide Kick. Make high blockers pay 
dearly. 



Of the old punch techniques, his 
Machine Gun Arrow into the Rave War 
Combo (F+RP, RP, RP) Is still sound 
and worth trying, but cut the Rave War 
Combo at the second hit if you don’t 
get a counter-hit. 

With Forest, it is definitely time to try 
his unique techniques. Forest stayed 
up many late nights creating two use¬ 
ful rushing additions to his father’s style. The Junkyard Kick is 
good to use since it requires skilled blocking to defend (stop at 
second hit and follow with a low move or throw to set up the 
kick) and the final blow catapults the victim skyward in a most 
jugglicious fashion. This can also be said about the Dragon Sf 
other than looking divinely devastating. Forest can delay the 
ond or third strikes slightly; psychology and (martial) art as one! 
Mix delayed hits with stopping, fol¬ 
lowed by the Dragon’s Tail or a hopping 
RK. The Dragon Whip can be skillfully 
used to bring homicidal results. 

Randomly or insightfully mix up what 
follows between the; Elbow Spring Kick, 

Dragon Back Blow, low kick, or a hop¬ 
ping kick. Whip ’em good, baby! 





































name 

Commami 



Command 

Hopping Frog 

dose to opponent 8t 

left Bight Comhe 

88 88 

Oragon’sFlre 

close to opponent S8 

MUKick 

^ 88 

HeaPlockKick 

close to opponents lett sue 

18 or 81 

Catapult Kick High 

4 # for or ^7 88 

Catapult Kick low 

t for ^ or ^ 7 88 

BallPreaker 

close to opponents right sue 

18 or 8t 

Shaolin Spin Kick 

88 ^ 88 

Machine Bun Arrow 

88 88 88 88 88 

Dragon Bites 

close to opponents hack 

18 or 81 

have War Combe 

^ 88 88 88 

have War Comhe 

88 88 

Heverse Throw 

show your hack to opponent 

18 or 81 

BainhowKick 

4t for or ^7 88 

Bragen low Kick 

while crouching 88 

HeaPiockPuneh 

close to opponent ^ 

Triple Beau Kick 

88 88 88 

HeaPieckDrop 

close to opponent 

V 88 88 88 88 

MUKickCemho 

perform during Triple Head Kick 

Knee Hit 

dose to opponent SS 

Slide Kick 

while crouching ^4^ 88 

Hop Up To Drop 

^ S8 

CrescentKick 

88 ^ 88 

DpperDeUge 

<& K or #= 81 

Bunning Side Kick 

88 

lowerOoUge 

t£[or or t£ ior 4781 

Charge Power Punch 

(^ 88 f'if'f focoflco/7 

Take Step 

88 

Beuhle Impact 

while crouching 88 88 

lunkvarUKick 

^ 88 88 88 

lew Kick to Somersault 

4 88 88 

Sppercharger 

St 

Front Kick to Somersault 

while sundlng up 88 88 

Biackopt 

after Supercharger 88 

high Kick to Bight Somersault 

88 88 

Mugging 

alter Supercharger 88 88 

Body Blow to Somersault 

4 for 47 88 88 

frogman 

4 88 

Triple Head Kick 
to Somersault 

f 88 88 88 88 88 

Dragon mip 

88 

mow Spring Kick 

^ 88 88 

Jumping Kick to Somersault 

# forjR or ^7 88 88 

PoisonArrow 

88 88 

Quick Somersault 

88 . 

SomersauitFake 

4# for or ^7 ☆ 88 

Back Flipper 

88 88 or t 88 ,88 

Dragon Storm 

^ 88 88 88 

Bragon’s Tail 

d# 88 

Fake Step 

^ 88 

Bampage 

while crouching 88 88 

Fake Step Btow 

/luring Fake Step ^ 

Side Kick to Somersault 

while standing up 88 88 

Trick]/Trap 

after Fake Step & 

BeuhloBragon 

show yeur hack to oppeuent 

88 or 88 

TrickvFist 

afterFakeStep 88 

Trick]/low Kick 

after Fake Step 88 

Fake 

for ^ or ^J 

Trick]/Mill Kick 

afterFakeStep 88 





COVER FEATORE: TEKKEN 3 - FOREST LAW 
































































































COVER FEATURE: TEKKEN 3 - YOSHIMITSU 







Di 


octor Boskonovitch completed the final cir- 
icuit, and a newly mechanized Yoshimitsu 
^ roared into life. Now, not only had the doc¬ 
tor refitted Yoshimitsu, but had also previously 
saved his life. Fully fitted with bio-mechanical 
parts, this creature was capable of crushing 
human skulls with his mere hands, but 
Yoshimitsu was a reasonable fellow. He and his 
organization (the ‘Manji’) spent their days help¬ 
ing the poor and needy at the expense of rich 
traveling merchants. Over time, the ‘Manji’ 
transformed from a band of roving ninja bandits 
to a fully fledged political party. 

Yoshimitsu’s scientist meanwhile, had his own 
agenda. Boskonovitch started to restore his own 
daughter from the cold sleep machine he had 
previously developed, and commenced in-depth 
research and experiments on eternal youth and 
life; an ambition he could hope to realize now 

that his safety was assured. Of course, the mas- ._ __ 

sive expense of such a project meant that the ‘Manji* were out in force, collect 
ing and raising funds for Boskonovitch’s study. 

In recent times, Yoshimitsu heard through his underworld contacts that pro¬ 
fessional martial artists were disappearing. Unmoved by such fanciful talk, 
he continued his deeds and visited Boskonovitch’s research center as usual. 
To Yoshimitsu’s surprise (and bemusement), the good doctor was acting in an 
extremely unusual manner. Visibly shaking, the doctor stammered to 
Yoshimitsu that an accident had left him infected with a mysterious patho¬ 
genic organism. A glazed expression transformed the doctor’s face, and he 
told a shocked Yoshimitsu that research on his daughter had revealed the 
existence of the “God of Fight”. Further tests had lead him to the conclu¬ 
sion that the blood of the “God of Fight” contained the only known cure 

[SllIlSliMIll] doctor’s ill- 

agoi^ing... The blade ment, obtain the crea- 

thirsts for you, mighty tore’s blood, and save 

warrior. Face me and be the doctor’s life. 


cut down!” 


mnnnHit. 


cnini! 


f uijrfv* 

'ManjiHintaMs 
Height: 178cm 
Weight: 63kg 
nge: Unknown 
BtOOliTifpe:0 
OccupaUon: 
leatieroithe 
'Manii'party 


Sprung 

likes: Uliieo game 
arcaUesiespeciaHy 
inShinJukuJ 
Disiikes:Viiiains, 
UiUeo Gamers with 
an attitude 




The spinning cyborg is back and better 
ever with new ways to slice apart or 
magically mend his increasingly mecha¬ 
nized body. Speed is usually a given for 
ninjas in fighting games, but this one is 
lacking in this area compared to the 
fleshy combatants he faces. His unusual 
moves are what save him from the use¬ 
less bin... that and his excellent uppercut, a couple of good RK 
moves, and his new UF-i-LK+RK combos. 

First, you need to use DF+RP and DF+RK to harass your target 
and force them to give you enough time to execute a sword move, a 
spinning move, or a throw. If the DF+RP connects, follow-up with a 
juggle combo of your choosing, and/or his UF+LK+RK, B+LP, 
U+LK+RK (or RK, DB+LP) combo (this can hit grounded oppo¬ 
nents). If the DF+RK hits, repeat, come in for a throw, or prepare 
your mind (and hands) to reverse 
(B+LP+RK) or Dodge (D+LP+LK or 
D+RP+RK) any oncoming retaliation. 
Another good move to sometimes throw 
is Yoshi’s Hopping RK. It has a high 
priority, and can stop most simultaneous 
attacks by your adversary. Another move 
is supreme versus simultaneous 




attacks is the Yoshimitsu Blade! 

Once an excitable enemy has calmed 
down, you can use some of your slow, 
but tricky moves like his Solar Kick (fol¬ 
lowed by D+LP+RK or a basic throw 
[you’ll automatically turn aroundD, 

Shark Attack Blow, Door Knocker To Back 
Knuckle, Deathcopter Trick, Moonsault 
Slayer, Sweep (D, DF+RK), and Spinning Sweeps Into Falling Tree 
(DB+LK,LK,LK,LK, neutral+RK). 

His new techniques have interesting properties and uses. 
B+LP+RP (setting up for Poison Breath) puts Yoshi in a position 
where he is too low to be hit by high level attacks or throws (a 
ninja move for sure!), and, if the breath hits its mark, you can get a 
small combo if you’re speedy. Fancy Flea (U+LP+RP) frolicking 
includes; avoiding throws, countering low attacks (like getting up 
kicks), and giving your opponent an awk¬ 
ward challenge to deal with (especially 
if you get off line with them). Finally, the 
Hara-kiri Dance is only to be used when 
you’re completely butt spanking your 
opponent (in other words, you have a full 
bar and 
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name 

Command 

Name 

Commanil I 

Jumping Boev Slam 

close to opponem 18 

Fuhuki-Sterm 

88 

Sword Hit to Face 

close to opponent 8t 

Tree Felling Kick 

during HInia arts Manji Swap 88 

meelsOlHell 

close to epponents lelt side 
tSorSS 

Death Slash 

88 

Desperate Scream Fist 

<1= 88 

Spiritual Division 

close to eppenent’s right side $ 
fSofSI 

UBlag 

88 88 

Kneecap 

^ ^88 

Tornado Drop 

close to opponents back 
ISofSt 

PKCembo 

88 88 

PBKCombo 

88 <!^88 

Beverse Throw 

show hack to opponent 

SBor^ 

Manil-agura Crouch 

#88 

Thousand Sensations 

energvrecevervduringll/lami- 
Ogura Crouch 

DainbowDrop 

4 (!| <- 88 

lowerBodge 

w #) 18 or0 (or) ^ 81 

Hvuuga Cannon 

during Manil-agura Crouch 88 88 

Samurai Cutter 

ereuching 

Fhdng air-attack Fist 

during Death Copter # 

Shark attach Blow 

■^^888888 [N. 

Windmill 

<i= 88 88 

BackBlow 

88 MM' 

Slap-U-Sliiv 

^888888888888 

Backnippor 

shew hack to oppoHe^!^^ 

Hladoi-Hashi-Ho Contusion 

^■#88 

Slap-U-Siliv 

during Manii-aguraCromh 88 

MadelCenldsien 

=i> 88 held ^ 

Destroving Thunder 

88 88 

Urel-NashPHoSrIel 

#88 

Woed Chopper 

^^88 88 1 

Hvuuga Cannon 

88 88 

BeerKnecker 

^88 88 88 88 

Karin-Flewer Wheel 

^88 88 88 88 88 88 

(move depletes lite gauge ) 

Deer Knocker to Back Knuckle 

^ 88 88 1 

Flea 

to cancel 

Sengaku-Bukuuba 

during Thousand SensaUens^ 

avoiding the Puddle 

f(,or'^ or ) 88 1 

Continuous Hell Fist 

i^88<^ release levstlck to cut 

SelarKlck 

88 i 

Yeshimitsu Flash 

^88 

Ulesucker 

during Solar Kick ^ ^ 
or during EnergvChmge 

Yeshimitsu Blade 

^ 88 

FnergvCharge 

during side step 88 

FnergvBraln 

during Solar Kick 

or during Fnergv Charge 88 

EnergvFleld 

during FnergvCharge^ 

Ontsin Your Pants to 
Kangaroo Kick 

during Fleam 

Dunning Flea 

during Flea or 

JumpingFlea 

during Flea ^ or or^ 

Bronze Fist 

during PalsonWInd^ 88 

Slap-g-Craiv 

^88 881^88 88 88 88 88 

SteelFist 

during Bronze Fist m 

Beathcopter Trick 

^ 88 ^ 

BoldFist 

during Silver Fist iz 88 

Meonsault Slaver 

4 ^ 88 

SIlverFist 

during Steel Fistm 

BadStomach 

<-88 

Death Copter 

^ 88 

Poison Breath 

anvbntton daring Bad Stomach 

Stone list 

^88 88 88 88 88 88 

Harakiri Dance 

4 88 ^ 88 88 88 

Hinjaarts MamiSwap 

88 88 88 88 88 

Poison Wind 

^88 

Triple Scatteied Flower 

888888 

Flash Slice 

alter seven heps 



OTl 





Tekken 3 ends. Join us next time for the remain¬ 
ing characters and some interesting surprises! 


COVER FEATURE: TEKKEN 3 - YOSHIMITSU 




































































BUSHIDO BIADE - OPENING 




This is Bushido. 


This game is all about Respect. It 
is the way of Bushido. To the right, 
you'll find some of the most com¬ 
mon ways to lose Respect with your 
opponents. Guess which screenshot 
is tile most obvious no no. 

When you're playing a one player 
game and want to see an ending, 
you must obey the following: Do 
not strike an opponent who is talk¬ 
ing, climbing, or who has fallen. 

Don't throw sand in your oppo-cj 
nent's eyes. And most importantly, 
hit your opponent from the front, never 
from behind. To make things just a hair 
harder, you cannot get hit. That literally 
means your character shouldn't acquire any 
bandages throughout the game. 

So what if you're not into Respect? Well, for 
starters, kiss those second endings good-bye 
(when in one player mode), but most impor¬ 
tantly, you're not playing the game correctly. 
Sure you can speed finger the Triangle but¬ 
ton, but honestly, how long is that going to 
hold your attention? 

To keep this game fun, both players must 
obey the rules of Bushido Blade (Slightly 
modified from one player rules): Only strike 
an opponent from the front, never from,^ 
behind, and don't strike an opponent who H r 
has fallen, or who is climbing a 
waU. Once you get used to it, you'll 
find that the matches last mud 
longer, with much less 'one hittei 
quitters' going around. Not onl^ 
this, but you'll see just how strategi< 
this game can be when two seasonec 
players take the controls. 

Take some time out, and study th< 
following pages if you're not t( 
familiar with Bushido Blade. Ajtid i; 
you're a veteran, it's never too late 
to brush up on a few moves! 


All artwork ©Square/Sony Ltd. 1997. All Rights Reserved. 











































Vital points. Know the Score 


% 


THE NECK 

Though it's much 
more difficult to | 
hit, it will allot a 
definite kill. 



A much easier tar¬ 
get to hit, howev¬ 
er only a direct hit 
I will win you the 
match. 




with 

ing healthy 
yourifoe; 


ido Blade is based on 
ques, and not super 
' fireballs and spirit- 
e got to get familiar 
ent method for deal- 
chunks of damage on 


This isrwhere Vital Points come 
into i)la|y.^ There are three vital 
poinfs't^^ck/ Belly/ Legs), but only 
two will score a sure-fire kill; the 
Neck aiiff^id Section. A swift 
pierces blade through any of 
these! s^tions will do the job, but 
make^^mey^u hit well inside your 
opponenfTMost attacks which hit 
at the appropriate heights have 
somehsoft serious delay after- 
ing you open, so it's 
at these strikes to the 
St try! 


wards 


imperiti] 
job OJB 



Correct! 


Incorrect! 



Parry perfeejt. 

Where's my guard button? The 
Guard or Parry move is accomplished 
with the Square button. And as no 
surprise, it's quite difficult to master. 

The purpose for the guard or parry is 
to deflect your opponent's attack, and 
counter-strike while they are stuck in 
their jrecoil an^i^qn. If you proper¬ 
ly time pressiiig the Square button to 
the exact moment you are about to be 
hit, you'll see a Green hit spark signi¬ 
fying a clean Parry, giving your the 
upperhand. Be careful; it is much more difficult to parry a heavier weapon than yours, and in most cases this 
will actually not work in your favor. Try to anticipate or dodge such attacks. 


up 

If by chance you lose your legs in combat, 
don't give up! There's still plenty^/^Phope 
to come out on top. 

Feigning vulnerability is a good tactic, 
really. Now your opponent is oblig^ed to 
come to you for the kill. This leaves plen¬ 
ty of opportunities for a perfect party You 
can also combo an approaching opponent 
by throwing sand in their eyes an^ipme- 
diately cutting them down. Or iAw ®lse 
fails, lay on your back and sprin^up at 
them with yom sword; this has proven to 
be very effective. Finally, to the le^s the 
basic techniques list for when you'f^ in a 
fix, and the following pages coi^n a 
complete moves list. En garde! 



PIciySlation 


Oo 


BUSHIDO BLADE - BASIC TBAINING 


















































































BUSHIDO BLADE - BLACK LOTUS/MIKADO 




-»+R2R1^ 


-»+R2R1^ 


-»+B2Rm 


4lrV^.9kg 
75.0 cm 


k'LtLc_t5.ciLL 
rm a iin?i 


Tatcharai 


Suriashiganmentsuki 


Kahotsiiki 


Suriashikahotsuki 


Hidarifuikomi; 


inmcntsiiki 


Suzumcchirai 


Shisrumiashiharai 


Migifumikomii 


Hidarifumikomichiishintsuki 


Hidarifumikomiinakigiri 


Migifumikomichushintsuki 


Migifumikomimakigiri 


Fumikomitatcharai 


Fumikomichusliinisuki 


Okinatsu 


Suriashiganmentsuki 


Fumikomichushintsuki 


Mayoiganmentsuki 


Tobikomisukuiage 


Tametsuki 


Tobikomimusugi 


Tateharaichushintsuki 


Tsukisanren 


Sumimatoi 


Sanzugoc 


Fumikomimakigiri 


Kazarisumimatoi 


Fumikomiurauchi 


Ganmentsukikasane 


Mosojanome 


Narukagamiryuhjkcn«Ianomc 


Hosujanome 


Narukagamiryuhikcn»Janomc 


Narukagamiryuhiken*Osoreokina 


Narukaganiiryuhiken*Janoine 


Muraigurc 


Furiorushinuchi 


Suichokuuchi 


Chikachtnanameuchi 


Douuchi 


Jagamisuncuchi 


Shirizokimcnuchi 


Shirizokikozugi 


Urauchi 


tiidarikawashidouuchi 


Hidarikawashidouuchi 


Shirizokiyukatsuki 


Migikawashidouuchi 


Migikawashidouuchi 


Hidarikawashidouuchi 


Fumikomidouuchi 


Tsuki 


Migikawashidouuchi 


Hashirifuriagcuchi 


Shiranui 


Ganmenuchi 


Hashiridouiichi 


Oroshiuchi 


Chihoutsuki 


Katatcmcnuchi 


Okaneshiten 


Furiaroshimcnuchisandan 


Suichokuuchifuruc 


Benishiten 


Douuchigacshi 


Kasumibouchi 


Tsuki furue 


Narukagamiryuhikcn*Okurijouchin 


tnt K&ota 
Age: 

Height:: 166.Bern 
Weight:: 59 kg 


Weapon of 

Choice: 

IXIaginata 


Barn: IrelantI 
Age: 36 
Height::1B6 cm 
Weight:: B1 kg 

Weapon of 
Choice: 

Rapier 


Vokoharai 


<-+o 


t+O 


4>+Q 


-»+o 


->->+o 




4-^+0 


<“»+A 


B1, ^ 




<-+A 


t+O 


4^+0 


-»^+o 


++A 


<-^+o 


-+^+A 


AA, A 


OO 












































































































































mCH POSITION HtOlUM POSITION 

• • 



BUSHIDO BLADE - UTSUZEMI 





















































































































































BUSHIDO BLADE - KANNUKI 

























































































































































^+R2m^ 


■^+B2Rm 


Ganmcntntaki 


Siiichokugiri 


Kntatckcchigiri 


Katatcsusoharai 


Katatcashiharai 


Shirizokitataki 


Chibakiicatatctsuki 


Shirizokimusubi 


Migikawashisukuiagc 


Katatcashlgiri 


Hidarikavvashikatatcdougiri 


Suichokutatatkitsukc 


Migikawashikatatcdougiri 


Tobikomisiiichokugiri 


Midarcgiri 


NInkyougiri 


Kannongiri 


Xarukaga m i ryuh i ken • Ka n nongaesh i 


Kamaitachi 


Xarukagamir>’uhikcn*\oborumai 


Bochitsugiri 


Xarukagamirv’uhikcn^Xoborumai 


NarukagamIryuhikcn'Noborimal 


Xarukagamir\'iihikcn»Scnbontojshi 


Yafureguruki 


Ganmcnuchi 


Siiichokugiri 


Suixhokugiri 


Katatesusoharai 


Shirizokijohouchl 


Migikawashikatatekegiri 


Mlgisulnrrikatatckaitcnglri 


fobikomikatatetsuki 


Fumikomlhainicniichi 


Ninkyougiri 


Tobikomitsukiaroshi 


Fumikomikatatekaitengiri 


Sensugaeshi 


Shishiodoshimen 


Narukagamlryuhfken^Tanomc 


Ay a me 


Narukagamiryuhiken*Janomc 


Noborimai'Shinobiryuu 


iBonrl: Russtsi 
Age: B5 

Heighl:: 179.5 cm 
Weight:: 69 kg 


Weapon of 
Choice: 

Long Sword 


iBorh: lllrodllliiiici 
/Age: i1(6 
iHeiight: ifB7 cm 
\WeighC: 165 Ikg 


Weapon of 

Choice: 

Saber 




•fe-ra 




tk 


njocm 


BUSHIDO BIDDE - TATSUMI/HOTABUBI 
































































































































































STREET FIGHTER III - OPENING 




Slap dOMm cheese merchants with MFs two 
te Capcem’s mast heautifuliy animated 


AU artwork ©Capcom Ltd. 1996,1997. All rights reserved. 



























THE aUTf OF SFIII ^ 


£k 


Welcome, one and all, to MegaFan’s coverage of the arcade legend. Street Fighters. In 
you’ll find the very best strategy for using the latest world warriors, along with hints on 
their trademark super moves and their most effective combo. In order to distance our¬ 
selves from other ‘guides’ to this title, we’ve employed the services of two tournament 
players who actually know the game, provided the very best screenshots imaginable 
(no blurred photographs here!), and checked and double-tested every single move. The result? 
Unmatched coverage of the best 2D fighter on the planet! And to kick-start this phenomenal 











fight-fest, here’s a quick run-down of helpful hints that every character can use. Off to the Street Fighter dojo we go. 



\ You can choose one of three Super Arts... it can greatly effect the outcome of the fight. Some charac¬ 
ters can store more than one Super, and some characters power up their Super Bar faster than others. Certain 
Supers are better than others for different situations. They are relatively easy to perform, usually two half cir- 

cles with punch or kick ( + P or K ) 

Each super gauge has a different length, which is the 
reason why some power up faster than others. 


After a knockdown, rolling is a good way to throw off your opponent 
from setting up an attack. When you are knocked to the ground, tap down 
and you will roll backwards. With the exception of Sean, this is the 
only moment you can roll. 


High jumping is also very important for throwing off 
your opponent’s timing. It is performed by tapping 
offensive crouch to forward flip ^). This is a very 
good move for setting up neck kicks. 


being forced to block annoying attacks. Now, with the addition of the new 
I **parrying” technique, every move you or your opponent makes could easily backfire. At the moment of 

impact, “tap” forward for high attacl^ or attacks that hit over a ducking block, or down for any attacks that 
you can block while ducking. At this moment, your character will flash a bluish tint. You will have a split 
second to react with any move, combo or super of your choice. When parrying in the air, tapping for- r ^ 
ward will enable you to land directly next to the opponent, while parrying down will enable you to 
bound off of their attack and possibly land behind them! While parrying is most difficult technique to 
accomplish in the heat of battle, the patience and persistence put forth to master this technique will 
definitely increase your chance of victory. Real experts can even parry every hit of some Super Arts! 


These are a sure-fire way to sneak in a hit in is with a leap attack ( + any punch or kick ). Leap attacks 

are good for numerous reasons; they must be blocked and parried high, and they are very fast, making them extremely 
to react to. Use leap attacks to up 
your character’s attack, after an 

overhead, a or you super imme- 
diately after you them 


Below the energy bar you will see a smaller red/pink bar. 

Every character has one, some have a longer bar than others, HBI 
thus making those characters harder to stun. For example, 

Alex’s stun meter is the largest in the game, whereas Elena’s bar is 
slightly smaller. Each time you are hit, your stun meter fills with a frac¬ 
tion of this bar. Once it is maxed out, you will become stunned. 
However, there are ways of avoiding this; such as “kicking back” and 
relaxing until your stun meter resumes a semi-normal position. 


Parryin94ii-lhe air 


V 



/ " ; ^ 


. ♦ . II 
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STREET FIGHTER III - ARTS OF SF 











































STREET FIGHTER III - AlEX 



Alex was born in the USA currently resrde^ in New York. A troubM youti 
his parents died when he was a child, arid his pnlyrmentor is Tom (his ( 
father’s friend). Tom, the war veteran, runs the that Alex attends, ^ 
and also travels to military bases to instruct soldiers in close range com¬ 
bat. Tom and Alex seem to get along, indeed^the two of them live togeth¬ 
er along witN Patricia (Alex’s 14 year old daughter). 1 Alex’s surface 
demeanor Is iitbeifsitive, and his straight-talking has lead him into 
numerous fights^^hut his inner softness and love for his daughter shine 
through to those who really get to know him. However, once angered, 

Alex is quick and powerfiii^gpite his btiild, using throws and punches to 
take an opponent'down>\^^^^^' \ 


This is Alex’s damaging attack. With 
it,you should jtfy to set up opportunities 
for jliprries whilp charging up. As soon as 
you charge the rtyper Bomb, start looking 
for something to parry and bombs away!! 


Despite this Super inflicting only low dam¬ 
age, it can be useful simply because it 
takes so little time to charge up and can 
easily be comboed. Try using this one for 
reversals as well. 


When used in combos, the Stun Gun'n^^- 
Butt can inflict damage comparable to tlle' 
Hyper Bomb. Otherwise it is useful as an 
anticipation tactic against sl^w rec^ering 
moves such as fireballs and ilow swWps. 


This is Alex’s standard combo. Begin by 
jumping towards your opponent with a 
Roundhouse, then follow with a standing 
^^ormrd, and then two-in-one into a final 


ff you happen to hit the enemy w’iijh a 
lavy Hash Chop, they will be stunped for 
I second, enabling you to combo with a 
, Power Bomb or a Sleeper Choke.\ 


Rash Chop. 


Anytirhe'your foe tries to jump towards 
you, hit them out of the air with a low 
Fierce, if you end up trading hits, you can 
combo with the Flying Knee^^h- 


nent will not be expecting 

^ ; it. Once near the opponent. 

Power Bomb 

^ ^ with a Power Bomb. Another 

option after the dash is to set thelWjjp with a standing short kick and then 
perform 
a Power 


sd<^cessfut Power Bombs, your opponent should 
recognize the standing^short^and attempt to jump backwards. In 
that case, go for a Flying Knee Catch. Once you’ve got your opponent 
guessing, all you need to do is mix it all up... 


FLASH CHOP 


FLYING KNEE CATCH 


DIVING CROSS-CHOP 


vP + FIERCE (IN THE AIR) 


POWER BOMB 


+ any punch 


AIR STAMPEDE 


(HOLD vP) t + ANY KICK 


HYPER BOMB 


BOOMERANG RAID 


+ any punch 


STUN-GUN HEAD BUTT 


+ any punch 




s 

































The main aavantag^f the Hyper/forn^i 
IS S^^^pmes !^1y^ncible as l^,rush^ 
towar^his opponent A This SupW cannbt 
be usi^'in com bos Abut is us^l\*n 
I , sie*, and ftojn parriea kjeaH 


Besides opportuidtios sbch as Wake 
reversals, aadTanding^oi^jumps, 
Shoryu Cannon can be i^ed 
move against ‘jumpy'oppononte. T 
also be a two-in-one with SeanVppp 


Hado Burst can b^ used in *footsie’ when an 
opponent misses a big move or if you miss 
a technique such as low roundhouse (can¬ 
cel into HadolBurst). ^11 is also useful after 
dashing backwards^ landing; from jumps. 


jump at your opponent withV lutp forward, 
with^ a Roundhouse 


Begin by crossing up with a Forward, hit low Fierce, 
and then Super Cancel a Dragon Smash into a 
/ Shoryu-Cannon. 


id tiUnyfinish then^Witly 


roll against the slower chara^i 
Frim there, youJpan eitherIhroi 


le distance 


HadoSurst 


When fighting at medium range, use stai 
the opponent back. Any time this move i 
one into a medium Sean Tackle to qose A 


ard to\eep 
:ry to^two-in- 
for a throw. 


Another good mid-range tiick is to use standing Forward and Roundhouse to 
keep the enemy away. If/they’re impatient, they may try to dash ijfand attack 
after you miss. If you thinktheyVe about to flinch, let ’em have ^ Hado-Burst. 


SEfiN TfiCKLE 
+ fiNY PUNCH 
DRfiGON SMfiSH 
-^4.^ + fiNY PUNCH 
TORNfiDO 

““ + fiNY KICK 

ROLLING 

4^1^^ + fiNY PUNCH 
HfiPO BURST 
4.^->4/^-^ + fiNY PUNCH 


SHORYU CfiNNON 
4.^^4^^^ + fiNY PUNCH 
HYPER TORNfiDO 
Tv5Tv^^T~fiNY PUNCH 


Sean was born to a middle income family in Brazil. One quarter Japanese, Sean’s 
instincts lead him to become fascinated by Ken’s fighting style; following him from 
one international tournamenttd another, Sean’s quest was to become Ken’s student. 
His unwavering attitude and competitive spirit meant that he never gave up, and he 
gained a competent but unperfected fighting style, iddhing^on^day to unleash his 
own original combination attack. Finally, Ken Agrees to teat^ Sean, and they set 
off on a spiritual journey. **Even ilf I lose today, I can still w^tomorrow!” 
explains Sean to those questioning his dedication. This train^ofinally pays 
dividends, as one day Sean exclaims, ’’The power of \he Hado.^ Set¬ 

ting it!”. With this heightened ability, Sean is nearing the pm 
wants to become. Old.m'ari^ial artists may see their past shini^ ij 


r. yif the fighter he 
Sean’s eyes... 


STREET FIGHTER III - SEAN 


































STREET FIGHTER III - ELENA 





M 




The only daughter of an African tribal chief, Elena’s childhood embraced the stun¬ 
ning and spiritual atmosphere of the Savanna. Elena’s father obtained a doctorate 
from a French University, and Elena’s dream was to study abroad like her father. 
Elena is an emotional woman, ever thankful to nature, and she uses Capoeira to 
take advantage of nature’s gift, her strong and long legs. This unusual fighting 
technique employs dancing and legwork; perfect for catching her more masculine 
opponents off guard, in a crescendo of rhythmical and ceaseless movements, 
Elena strikes without warning and rains kicks into a foe. in the Savanna, the weak 
is eaten by the strong and cunning, and the strong eventually returns to the soil. 
Elena is a spiritual soldier for her people, with a wild side 
Awaken the beast within however, and Elena 


DD 


i 


This super is great for grounding jumpy ene¬ 
mies. It can also be employed into a two-in- 
one with her uppercut This makes Elena a 
combo machine and gives her some much- 
needed offense, especially after parries. 


The Brave Dance Super can be 
with the uppercut, just like the spinning 
and deals respectable damage. When 
starts the Super, her initial rush is extremely 
fast. Employ this after parries. 




Prime times to heal are after a throw or a 
trip with either low roundhouse or round¬ 
house slide. You can also stop Healing at 
any time by pressing the buttons, if your 
opponent ‘turtles’, just charge your super. 



For an easy five hits, perform a Mallet Smash and then follow up 
with a Roundhouse Scratch Wheel. Though not very practical. 


it is good 

practice for novice players. 


two-in-one into 



Si 



Begin this combo with by Air-Chaining an early Jab into Forward. Once on the ground. 


intermediate players should try crossing up with 
Forward, followed by standing Short, and then 


two-in-one standing Short into a Forward Scratch Wheel and Super cancel into a 
Spinning Beat. Note the Air-Chain will only work on Dudley and Alex. 


Elena’s most precious Try to use a lot of standing roundhous- Standing Strong is a supe- 
attack for keeping foes es at close range. Each hit brings up rior Anti-Air move. Use this 
away is low strong the dizzy gauge by one quarter. in place of the Rising Beat. 


To sneak in a quick heal, do a short 
Rhino Horn and then throw your oppo¬ 
nent if they try to go for a reversal. 


You can almost always expect a counter 
attack immediately after an overhead. Take 
advantage of this with standing Roundhouse. 


MfiLLET SMfiSH 
+ fiNY PUNCH 
RHINO HORN 
+ fiNY KICK 
SCRfiTCH WHEEL 
+ fiNY KICK 
SPINNING BEfiT 


+fiNY KICK 
BRfiVE DfiNCE 

+ fiNY KICK 
HEfiLING 


+ fiNY PUNCH 



















































" \This Super,be used just (ike^^- 
Ten^H|A^nlcyiil^^ all the same^es 
except ^or^ersin^fp^balls. The damage 
it deals is li^ss than Tenshin-Senkyuta|>\ 
^ buti^eL^^per Bar charges faster, v 


A^^falrly simple combo for Yun and iVahg is a jAmpiiig^^trong^followed 
by the double-hit standing Fteree twp?ilKoned into a SenkyOfa. r 


Use the Tiger Cupfake (4^ fcf ^ + All Three ^ "^After.’khocking down the opponent, use the 
Punches) against an opponent fallen in the corner. short Toe Dive to land in front of them. 
They should be startled long enough to land a grab. From there, flip over and super them. 


TenshithSenkyutai 


Begin this one with^the^atl^Short Ak ^hain and thOn follow 
with a standing Herce two-in-on4d ii)to a^ash|Ppnc|i 


Yun and Yang’s standard combo is the Stro%, Fierce, Tiger Cup 
, (^+ Fierce) chain two-in-oned into a tenshin-Senkyuui. 


PfiSH PUNCH 
4.^^ + fiNY PUNCH 


TIGER CUP 
^i^<r + fiNY PUNCH 
TOE PIVE 
JUMP, ^ + KICK 


NECK CfiRTWHEEL 
(WHEN CLOSE) KICK 


jmasESSSEm 


SORfil RENGEKI 

RNY PUNCH 
GENEI-)IN 

4-+ fiNY PUNCH 


Both Yun arid ^ 

ural parei^ shortly aftef1ri^s.^Mo^ii^|^Shan^ the two were 
brought Ufl^ill^teir rest^rant-dwning In such a business, 
the Unclelind^bly came into;icontact with the criminal under¬ 
world, anwbotb children werelbefriended by the eight powerful 
mafia bo^s. ijiese Godhithers helped Yun and Yang to become 
youn^eaders in the City, being taught Chinese 
irtial arts by their grandfather. Their fighting 
style is to avoid a foe’s attack by a quicker 
attack, before employing Hakkei to crush them 
in a sin^ blow. Yun’s techniques are a sequence 
of lighting-^|st attacks, while Yang beats down ene¬ 
mies with wave-iike motions. 




The Tenshin-Senkyutai can be comboed after 
landing the Dim Mak in a combo, as an air 
juggle (after the kick throw/after senkyutai, 
standing strong/after aerial jab, short, 
standing fierce), and reversing fireballs. ^ 


to all the formal openings, if 
in is Iff effect,lyou can start the 
combo b^ doing the ^^prt Senkyutai if 
opponent jumps or going over the 
back and doinsTthe^roundhouse Senkyutai. 


This is one version of Yun^d Y^g’s monster^o-i- hit combo. La^ch thi^i^my up with standing Forward and immediately 
High Jump towards them vldth t¥e Jab, Short wChaln. Before thfey standing Fierce to bump them up a 

bit and quickly perform the Gena-JIn Supe^^Wmlle in Gen^i-Jjju ju^e theim>^th the ^a^h Punch five times to accumi4ate 15 
hits. As sooq] a| tljf^G^d^gf-Jin ends,|^er^rm a S^plcj/id^ then a standing Strong. 



STREH FIGHTER III - YUN & YANG 





















































STREET FIGHTER III - KEN 


Eliza and son, Mel. 
^rts cdii^etitions, but choos- 
shared a. great deal together, 
noticed rising names in his ruth- 
of friehds^ut sworn rivals, and despite 
Ryu^iten prances every day 
itil^Qall^he'^jra^eet in Japan, 
if ro>t each oUtei^Without 



If^yout;*opponent jumps while in th^orner, hit them with a 
Shopyu“ken tp'launch them up, then juggle with another \ 

/ jalj^^ipiyu ken and quickly Super-Cancel into a ^inryu-Kepl /^ 


^ $ 

Begin by crossing the opponent up with a forward. Next, foUeV^ith^^tanding strong chained Ihte^anding fierce and tlji^ 
♦»'o-in-one into a jab Hadou-ken. Experts can add to thisliy^^J^^^tancetling thejfa ^%en in^ Shippu-jhifai-Kyak^^ 


'.i 

../I 


HftDO-KEN 
4^^-^ + fiNY PUNCH 
SHORYU-KEN 


+ fiNY PUNCH 


TfiTSUMffKI-SEMPUKYfiKU 


+ fiNY KICK 


SHORYU-REPPfi 


-h fiNY PUNCH 


SHIN-RYU-KEN 


+ fiNY PUNCH 
SHIPPU-)INRfil-KYfiKU 


+ fiNY PUNCH 


After you have knocked the opponent down, throw out Ken’s standard Forward kick Join IIS In the nesS Issoe where the n^Xt 
early so it whiffs over their head. If they are waiting for the overhead, five Wolid Warriors go through their 

you can take a step forward for a free throw. paces.' Until thehT 


Instead of a performing a low attack after your opponent blocks /cross-^, sUrprls^ 
them with a Leap Attack, and then go into a series of quick keep/awfky nroves such as 
low Short, then low Forward two- in-oned into a Haj^pken^ T ' 
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FIGHTERS MEGAMIX - INTRODUCTION - AKIRA/JACKY 




lEalBSH 


All Artwork ® 


Its Reserve! 


Yes!! It doesn’t get much better than this! Two of the most popular fighters in the world combined into one steaming red 
hot cauldron of pounded flesh, desperate shrieks of pain and effort, and bone-shattering techniques thrown around in a 
reckless fury. Well, to aid your quest to wrestle this beastie of a fighter, we’ve selected the cream of the crop from the hun¬ 
dreds of mutilating hioves compounded into this compendium of video brutality. Strategies have been scientifically 
devised and religiously refined and tested, into brief and concise leads through the thorny FMM maze of tactics. No char¬ 
acter was left untoudhed. Within you will find moves and strategies for every VFer and FVety plus any “others” making up 
the rest of the mix. Now get into the combat arena and prepare for battle!! 


DfiSHINQ ELBOW 


MID LEVEL REVERSfiL 


LUNGING LOW BfiCKFIST 


DOUBLE JUMP KICK 


DRfiGON LRNCE 


fegwGafrw BREfik ^ 


STUMBLE THROW 


Just like in VF5, Akira’s main 
objective in battle is to juggle 
the opponent into the air at which 
time he can perform the Dragon 
Lance. The stumble throw, fol¬ 
lowed by a single jump kick 
opens up a great juggle oppor¬ 
tunity as does the surprise 
exchange followed by a super 
dashing elbow. New Akira play¬ 
ers should practice the Dragon 
Lance in Training Mode. 


SURPRlStEXSf^NGlE 


SIDE BODYCHECK 


P+K+Q 


USE THE SHOULDER RAM TO 
KNOCK YOUR OPPONENT INTO 
THE AIR ( ->P+K] 


INPUT THE SECOND COM 
MAND AFTER THE LOW KICK 
CONNECTS (-^P) 


AS SOON AS YOU FINISH THE 
SECOND INPUT START THE 
FINAL ONE «-^-^P+K) 


Jacky’s multiple hit pressure 
combos are ideal for pecking 
away at your opponent’s life 
bar. Elbow, backfist, sweep, 
the beat knuckle, sweep 
combo and the double low 
kick are among Jacky’s most 
useful moves in this category. 
As long as you attack with 
combos that vary the height, 
you’ll be keeping your oppo¬ 
nent worried about how to 
block, not how to attack. 


WHILE THEY ARE FALLING. DO 
THE BEAT KNUCKLE. SWEEP 
COMBO (P+K.P.nLK] 


PUNT KICK 

K 


«lBl|4fl4. KtlEE BLAST 



1 

DOUBLE JRB. LOW KICK 

P,R4'K 

BEfiT KNUCKLE, SWEEP COMBO 



QPjaiit|LOV5Wti;CK'> 

iiMiWifri'iiiiiiiiii 

BflC^riT, t^EEP 



BfiCKBREfiKER KNEE 

'ii'lup+Q 1 

LIGHTNING STORM 

P+K.K.K.K 



BHEsrom 


■Bzan 


BRAIN BUSTER 

P-fG 

SPINNING HEEL SWORD 


























































mmm 


TOEKICK, JfiCKKNfFE 


KICKFLIP 


LEG SWEEP 


FRONT SOPLEX 


RISING KNEE COMBO 


RISING KNEE SMfiSH 


MOONSfiULT 


Unlike her brother Jacky, Sarah’s 
objective is to continually knock 
down ducking opponents with sin¬ 
gle attacks and quick combos such 
as the elbow, knee and the illusion 
kick. This should force the oppo¬ 
nent to stand, at which time they 
are prone to throws. The rising 
knee smash and the leg hold throw 
are some of Sarah’s more stylish 
throwing attacks._ 


ONCE THEY HAUE FALLEN,TAG 
THEM WITH THE KNEE POUNCE 
(t P] 


AHACK WITH THE TOEKiCK, 
JACKKNIFE FOR THE JUGGLE 
P+K,K] 


ONCE THEY BEGIN TO FALL, 
EXECUTE THE ORAGON 
CANNON (kf K) 


SWRLLOW PUNCH 


HIGH FRONT KICK 


LOW PfiLM LIFT COMBO 


HIGH REVERSAL 


SWING SWEEP 


WRIST TOSS 


LOW KICK, SWEEP 


To be effective with Pai, weaving 
in and out of the opponent’s 
attacking range is a must. Use 
side kicks ( K) and swallow 
punches to antagonize the oppo¬ 
nent and then back up or escape 
with the (E) button and then 
attack. Whenever the challenger 
misses an attack, you can throw 
them or trip them with a swing 
sweep.__ 


GRIZZLY LfiRIRT 


CHRNGE (fiFTER CRTCH) 


TOMRHfiWK CHOP 


QERMHN SUPLEX (fiFTER CHRNGE) 


SHORT SHOULDER RfiM 


PILEDRIVER 


^ P+K+G 


LOW DROP KICK 


When playing Wolf, the main focus 
should be landing the Giant Swing 
on the opponent. Blocking your 
opponent’s attacks and then counter¬ 
ing with the swing is the most com¬ 
mon, however, it becomes impossible 
against the more experienced player. 
Instead try escaping your opponent’s 
attacks and then swinging them 
while they are still stunned. 



FIGHTERS MEGAMIK - SARAH/PAI/WOIF 























































FIGHTERS MEGAMIX - JEFFRY/KAGE/LION 




KlEWke HPOK 


KNEE, HfiMMER 


TRIPLE UPPERCUT 


jUCK,; j[QEKt^K;jHd^ER 


KENKd UPPER 


CRUCIFIX PILEDRIVER 


USE THE KNEE BLAST TO 
FLOAT YOUR OPPONENT 
K Kl 


AND THEN JUGGLE THEM WITH 
THE TRIPLE UPPERCUT 
[ P.P,P] 


REVERSE KICKFLIP 


QUICK SWEEP 


HEEL SWEEP 


BLfiCK HOLE 


RISINQ DRfiQON FIST 


IZUNfi DROP (fiFTER T.F.T.) 


SPINNING CORKSCREW 


IMMEDIATELY EXECUTE A RIS- 


"f^pUf^tiikE^SLfiPE; 


LOW MfiNTIS STRIKE COMBO 


low Ml^TIS STRlkE 


MfiNTIS UPPER 


SWEEPING HfiND 


SPiNHfNG MfiNtlS.SHTiSH 


ELBOW, LUNGING POKE 


DOUBLE LOW FINGER ]fiB 




LEG SLIDER 


WHILE THE ENEMY IS FALLING. 




«PilPin 


i■b& 


Mmm 


KNEE BLAST 

K 



HEADBUTT,KNEE 

<-»P+Q.<-P+Q 


Jeffry is a character most 
effective on the defensive end. 
The tornado hammer and 
knee, hammer are extremely 
useful against restless oppo¬ 
nents. However, his new 
moves such as the Middle Hell 
Stab and the Kenka Upper 
serve as great tools to power 
an aggressive offense. Try 
antagonizing your opponent 
with these moves. I 


Since Kage was one of the 
most powerful characters in 
VF2, he has been toned down 
severely. Now using Kage 
effectively is a difficult task. 
Try to stay outside the enemy’s 
attack range and hit them with 
twisting flash blades, heel 
sweeps and helixes. | Any time 
your opponent misses a move, 
go for the Rising Dragon juggle 
or a Ten Foot Toss. ! 


Being the weakest character 
in the VF series. Lion must 
make use of his many quick 
poking attacks while carefully 
weaving in and out of the 
enemy’s attacking range. 
Although this finesse style of 
play very precise and skillful, 
it is quite difficult to achieve 
and can seem somewhat futile 
against certain power charac¬ 
ters like Akira and Wolf. 


TORNADO HAMMER 




jfllliillnliij 










































































4. P+K+Q 


DRINK 


DRUNKEN FOOL ( LYING) 


LOW ELBOW, SPIN SWEEP 


DOqgL€ KI5ftA>BflCK)<fiND>, 
CfiRTWHEEL KICK 


Shun’s power lies in the bottle. 
Since his most powerful moves 
require him to drink, at the 
beginning of each fight, you 
should make it your goal to 
power him up by using the 
drunken elbows or by drinking 
voluntarily(iP+K+G). Drinking 
voluntarily also serves as excel¬ 
lent bait for the opponent. Lure 
them In and then tag them with 
the rising uppercut. 


nL K+Q El^6w> J^||pKKk^^ra^^ 


SPINNING BfiCK KICK 


RISING UPPER 


SWfiLLOW KICK 


To effectively use Dural, you 
must make use of all of her 
greatest techniques. The ris¬ 
ing upper and the leg sweep 
can be used repeatedly to 
antagonize the foe and the 
elbow, knee is great for retali¬ 
ating after blocking moves. Go 
for the giant swing anytime a 
throw opportunity arises. 
Though the motion is awkward, 
the damage is worth the effort. 


ELBOW, FLIPKICK 


FINISH THEM OFF WITH THE 
ELBOW. FLIPKICK 
K P.^K) 


TAKE A STEP FORWARD AND 
PERFORM A QUICK JAB 
E, P.G) 


DfilMON TRfiP P.P.4^'^«4^ P.P... 

V R^^P V 

FLYING SWfiLLOW COMBO P.4.P,P.P. i K 


DOUBLE PfiLM STRIKE 


BfiCK DROP 


SIDEKICK, PUNCH, PfiLM K,-^ P.^^ P 


STUMBLE THROW 

^ipQOrpfiKpOWfi 


LOW KNIFE, FLIPKICK COMB< 


Lau’s strategy revolves around 
the DaiMon Trap which forces 
any blocking opponent to 
stand up. Opponents familiar 
with this trap know that any¬ 
time they try to attack during 
this pattern, they will be float¬ 
ed, so they tend to exercise 
caution. Ground Sweeps and 
Elbow Strikes mixed up with 
the DalAAon Trap serve as a 
fierce offense. 


LEG THROW (FROM HfiNOSTfiND) 

P+G 1 

R^Ll,jf/WH ^fiVpSffiNb) • 

BHIMlJHf&WIg 

DRUNKEN ELBOWS 

P+G 1 


HELL STfiB 

i P+K 


MfiNTIS SPIN SWEEP 

^ K+G 



TEN FOOT TOSS 

+-P+G 


GET BEHIND YOUR OPPONENT 
WITH THE ROLL OUER 

[k: P+G) 

FLOAT THEM WITH THE RISING 
UPPER. BACKHAND 
[>L^-+P,<-P] 

AND THEN ANOTHER RISING 
UPPER. BACKHAND 
[4^ P,+-P} 

POUNCE ON THEM WITH 

THE FORWARD FLIP 
[t P) 


FIGHTERS MEGAMIX - SHUN/DURAl/lAU 





























































































FIGHTERS MEGAMIX - RAKEl/TOKIO/GRACE 




^ K.R-»K+Ci 


DEfiTH SPIN THRUST 


PEiFiTli SpIN.COMBO 


SLIDING KICK 


GUITfiR THRUST 


WfiLL SQUASH 


WfiLL THROW (REfiR THROW) 


^ PietHCfi^NON 


DOUBLE UPPER 


flTING^SClTEW 


DANGEROUS NOISE 


Raxel’s biggest asset is his 
ability to fight in close as well 
as from a distance. For close 
range combat, try using the 
Light Hand combo and Double 
Upper. From far away, the 
Death Spin Thrust and the 
sliding kick are ideal for keep¬ 
ing your opponent guessing. 
Varying between these two 
styles can be extremely dev¬ 
astating if used correctly. 


flTRdlf.LpCIjipOlVN 


MOTOR CREW 


BLOCK AN OPPONENT’S 
AHACK AND COUNTER WITH A 
STRETCH KICK C<- K+G) 


THEN JUGGLE WITH A DEATH 
SPIN THRUST 
[->4.^ P,->-> P) 


STARLIGHT DfiNCER 


OPEN ELBOW 


TRIPLE LOW SPIN 


BELLY FLOP 


BfiCK WfiLL RUSH 


LIGHTNING fiRROW 
DOUBLE CRppCHlljTG klC4^ 


Tokio style is loaded with 
rapid pressure combos that 
are ideal for keeping the 
enemy at bay. The catapult 
middle, lightning arrow and 
the reactor combo should be 
constantly mixed up to keep 
the pressure on. Just keep 
moving around and don’t let 
your opponent rest.' The 
fastest way to lose with Tokio 
is to stand still. [ 


HECH SLfiSftfi^G (REfiR TtiROW) 


ROCKET KICK 


KNOCK THE OPPONENT INTO 
THE AIR WITH AN UPPERCUT 
P] 


NOW JUGGLE WITH A 
REACTOR COMBO 
CK,P.P,P>K] 


SHOULDER TfiCKLE (RUNNING) 


BREfiDSLfiSHER 


DEEP SLfiP 


CR0$S3REfiPLfiUliCH 2^ 


SHOULDER TOSS 


Similar to Tokio, Grace can be 
a difficult character to beat 
when used correctly. I Using 
the Crossstep Launch,'Battan 
Leg, and the Short Spin is a 
must. The Deep Slap and 
Blockbuster are also useful, 
but should mainly be saved 
for defensive situations. Be 
tricky. Vary your attack levels 
so your opponent doesn’t 
catch on. 


^ K+G,K,K,K,K Bfick SUPtE^lRE^RTHROW) 


SHORT SPIN 5 


USE THE CROSSSTEP LAUNCH 
FOR AN EASY JUGGLE 
CK+G,K.K] 


BEFORE THEY LAND, HIT THEM 
WITH A DOUBLE ROLLER 
SLASH (-^K+G,K) 


CONTINUED 


’ : BLOCKBUSTER 


CROSSBREED LRUNCH 

K+G.->K,K 

HKLiiyjSiilHBAUII 

CROSSSTEP LEUNCH 

K+G.K,K 


























































WfiLL SCRffTCH (NEfiR f< mil) 


apPERCGT 


POWER SMfiSH 


t^HEE LfKJNgHER^ 


tow tORNfIpQ Pfiwch 


LOW KNUCKLE, SPIN KICK 


TWO HffND BfiSH 


KNEE LflUNCH (THROW) K+(i,l-^K 


Jane is best played as a defen¬ 
sive character. Even though you 
can create a good guessing 
game with the high and low 
Tornado Hammers, sitting back 
and countering your opponent’s 
attacks is more reliable. Try 
using the low knuckle and low 
spin kicks to get your opponent 
to guard the legs and then 
attack them high with upper¬ 
cuts and knee launches. 


4. K+G,4.K I NECljt DRtypjREfIft THkoW) 


DOUBLE LOW SPIN KICK 


THEN TAG THEM WITH A 
RUNNING KNEE STRIKE 
E.K) 


BIG SWING (THROW) 


]flCKKNIFE 


Sanman’s power lies in his 
throws. Particularly, the 
Maximum Overdrive and the 
ground version of the big swing 
are necessary for victory. His 
Boost Kick, Elbow Smash and 
Fission Generator are simply 
there to camoflage throw 
attempts. A good technique is 
to develop a simple pattern of 
attacks that forces your enemy 
to block. Once they get used to 
blocking, sneak in your throws. 


LEG THROW (THROW) 


iiir'iSuf 


COUNTER YOUR OPPONENTS 
AHACK WITH A DOUBLE 
UPPER. PEACH P.P.K3 


KICKFLIP COMBO (RUNNING) 


OVERHEAD BfiSH 


SPINNING KNEE COMBO 


RR^K,K 


HOPPING KNEE 


For picky, distance is the key. 
You should practice staying 
outside your opponent’s range 
and attack constantly with Tail 
Kick combos until your oppo¬ 
nent becomes frustrated. This 
bait serves as a useful setup 
for Board Slaps and Spinning 
Knee combos. If the opponent 
gets too close at any time, the 
Uppercut, High Spin is good 
for backing them off. 


BOfiRD SLfiP 


WHILE THEY ARE FALLING, 
CATCH THEM WITH AN UPPER¬ 
CUT. HIGH SPIN P.K) 


AFTER BLOCKING AN AHACK. 
RETALIATE WITH A SPINNING 
KNEE COMBO (P.P,->K,K] 


BOOST KICK 

R'^RK 

OVERDRIVE 



2 . (MOLTI PART THROW) 



LEO SLIDE. MULE KICK 

i P+K+Q,<- K 

oyERHEAd i^NNbrir 

' «-^ P\Q > 

PICKY AERIAL (AIR THROW) 

P+K+G 

RAC'f SaPtEK^CRE^RTHR'dW) 

WBSBsaam 










FISSION GENERfiTOR | 

RRRRP 


ELBOW SMfiSH 

P 

_ 

DOODLE (V'PfR, PEAC^ 

WBBES 3 SM 


FIGHTERS MEGAMIX - JANE/SANMAN/PICKY 



















































































FIGHTERS MEGAMIX - HONEV/MAHLER/BIG MAHLER 



ja aggE SH aa i 


RISING CfiT UPPER 


> i ^ / upper 

_ CfiT STflB _ P+K ] ^ ^GH»^KICK>^ 

^ p;> ^ HONEY DPT 

DOUBLE LOW KICK, TNCKLE K,K,vLP r\SG^ ^ 

/ ^ K^G vl: SWfILLOW TWIST 

DOUBLE PEfiCH RTTfiCK P+K+G,P+K+G HOI^ figRigL 


SLIDE THROUGH YOUR OPPO 
RENTS LEGS WITH THE CAT 
SLIDE U P+K+G) 


SEND THEM FLYING 
WITH A CAT UPPER 
C^P] 


AND THEN JUGGLE THEM WITH 
A REVERSE TOEKICK COMBO 
[P,P.P,K} 


ULTIMATE GRAVE DIGGER P,P,-^K,P,-^P,<-4^-^? 


DIGGER 


GUST OF RAGE 


DOUBLE HIGH KICK COMBO P,P,-^K,K 


BRAIN BUSTER 


MID DOUBLE AXE 

LOW DOUBLE REVOLUTION 


BODY LIFT P+G 

RLjflCK (Al^^^^^ TaMP <■ P+Kto" 


MALHER’S UPPERCUT COMBO 


ULTIMATE GRAVE DIGGER P,P,^K,P,->P,^4^^P 


DIGGER 


CROSS DESTRUCTION t G,4^K.K,K.P 


DOUBLE HIGH KICK COMBO RP,-^K,K 


WALL THROW 


MID DOUBLE AXE 
HlGH^JUBLFRi^ 


BLACK RAINBOW 


LOW DOUBLE REVOLUTION | K+G,4^K 


P+G 


Honey’s strategy is centered 
around low kick combos, sur¬ 
prise honey tackles and Cat 
Blows. Once the opponent is 
in fear of these moves, 
chances are they will be duck¬ 
ing more, allowing you to rush 
in with Cat Stabs, Cat Slaps 
and peach attacks. Whenever 
you block a series of attacks, 
the high kick can serve as a 
guaranteed float. 


To win with Mahler, you must 
learn all his pressure combos 
and attack with them con¬ 
stantly. This gives the oppo¬ 
nent very little time to think 
and becomes rather difficult 
to block. The most important 
rule to remember when play¬ 
ing Mahler is never to stand 
still. As soon as you stop mov¬ 
ing around, Mahler becomes 
an easy target. | 


Just like Mahler, B.M. must 
utilize all of his combos and 
constantly be on the attack. 
Really, the only difference 
between Mahler and B.M. is 
how to execute some of the 
mbves and the amount of 
damage between | their 
attacks. 











































































DfflSHING ELBOW 


pOUBtE I^HiNO ELQOW 


BODYCHECK 


ELBOW, BODYCHECK P+K 


SOgEB^ysHfiSH^I 


WfiLL THROW 


Air juggle combos makes 
Bahn a fearsome character. 
Therefore, whenever playing 
him, you should make It your 
goal to send your opponent 
flying with uppercuts and nail 
them with a bodychecks. 
Once the opponent Is In fear of 
being floated by an uppercut, 
theyHl leave their legs open 
for low backhands. 


LOW BfiCKHfiND 


UPPERCUT YOUR OPPONENT 
INTO THE AIR TO BEGIN THE 
COMBO ( ^ P) 


AND FINISH WITH THE 
ELBOW, BODYCHECK 
P+K] 


aPPERCUT 


SLRP, SPINNING ELBOW 


.adOViy SPINNIHG jtfOW 
LOW SPIN SWEEP 


WRIST liffNIPULfiTION 


Janet plays almost like Aoi 
from VF3 minus a few moves and 
guard cancelling. Despite these 
minor drawbacl^, Janet still can 
be considered one of the most 
powerful In the Megamix due to 
the severe damage Inflicted by 
her gun. Try not to overuse the 
gun blast, but Instead, fire when 
you feel the opponent Is getting 
impatient and will make a 
foolish move._ 


SEND THE OPPONENT FLYING 
WITH AN UPPERCUT 
P) 


MEDIfiM ROUX 


KELTHHeI^ SHiLQRfiRE 


DEFEN]OH GRfiDIUS 


COKSfi FEEMUR 


fiNSEL 


SIba has four extremely Impor¬ 
tant moves. Coksa Feemur, a kick 
to the legs which is very fast and 
knocks down If hits. And his 
three sword slashes which can¬ 
not be blocked (Medlam Roux, 
Alus Gradee and Sanku Teeoh). 
Incorporating these moves Into 
your game Is vital. Be aggres¬ 
sive, but don’t be foolish. SIba’s 
sword will break If he gets hit 
too many times. 


CUBITOHM 


DEFENJOH GRADIUS IS SIBA’S 
UPPERCUT. USE IT TO FLOAT 
YOUR FOE P] 


AND THEN JUGGLE WITH THE 
PUGIRATOZZSPIN KICK 
COMBO P+K,P,P,K] 


HIGH COGNTERSTRIKE 

^P+K 1 

, LOV;r t^(INTERSTRIKE^ 

hhke&esb] 

RIDGE HfiND 

P+G 1 


1 LUNGING KNEE COMBO 

RRRK 


• - m • 



PREHENDREE (SIDE THROW) 

P+G 

SUPRifi DSD^, (RE^iR TliRtfWf 

BHSaHII 


DOUBLE DRfflGON PUNCH 

- 44 .R-^4^'^ R 1 


WBB33BM] 

QUICK ROUND KICK 




FIGHTERS MEGAMIX - BAHN/IANET/SIBA 
































































FIGHTERS MEGHMIK - HORNET/RENT A NERO/ REAR 





SUPER IGNITION 


IRON MOUNTfilN 


FIRE UPPERCUT 


right BREfiKHPOWN 


EtBOw cd>pb 


kr(HOLD)^K 


DEMON BfiNE 


An instantly recognizable 


ELBOW IRON MOUNTfilN 


c(h)aracter with an odd style and 
selection of moves (Akira’s Iron 
Mountain !?). First things first, 
bust off Hornet’s (Super ignition) 
armor for an instant move list 
increase. This will allow you to 
use the other moves we’ve listed. 
Sega takes care of their own, and 
accordingly have given Hornet an 
excellent selection of moves from 
the two main characters: Akira 
and Bahn. He can be played In a 
similar way...aggressive power 
move patterns. 


TOTfiL POWER DESTRUCTION 


SUjpER>g^Pll^aLflPlE 


P+K+G 


DOUBLE DRfiGON UPPERCUT 


SHOW OFF YOUR SKILLS ANO 
SKIDS WITH THE DRAGON 
DOUBLE UPPERCUT 


BURN RUBBER WHILE HIHING 
YOUR OPPONENT WITH A FIRE 
UPPERCUT P] 




LOW KICK THUNDER COMBO 


4 .OW THUNDER 


>LK+G 


RENT fi SWEEP 


A rental hero? Anyway, all heroes 
have a great mental dilemma 
weighing upon their shoulders as 
they battle supervillians. His Is to 
beat his opponent quickly (before 
his suit’s batteries die) or be 
abused like the devoid of skill child 
he is. The RAH suit allows him to 
accomplish the task with moves 
borrowed from Tokio and his 
Dragon Thunder move. Knock the 
ruffian down; then Dragon Thunder 
‘em until death! 


ftSTRO THROW 


ROCKET YOUR OPPONENT 
INTO ORBIT WITH THE ENERGY 
UPPERCUT (’in P] 


NOW SAUE THE CITIZENS WITH 
THE GLORIOUS GALACTIC 
ELBOW CANNON THUNDER 


WOODPECKER 


RRRRP 


HIGH REVfRSfiL 


WOOdPE^KER PUNCH 


MID LEVEL REVERSAL 


WIND UP PUNCH, BOMB 


DOUBLE JUMP KICK 


Cute, hyper, and a pyrotechnical 
prodigy, our pointy beaked friend 
Bean is a frantic and explosively 
hazardous fighter added to the 
(Mega)mix. Remain a blur. Set of 
some fireworks...this Is Bean’s 
strategy in brief. His (her?) main 
attack is the Beak Straight or Beak 
Attack (PPPPP). At farther range, 
his bomb toss techniques are 
effective at spoiling your enemy’s 
plans. Since his throws only work 
against Sonic characters concen¬ 
trate on using d/f+P and b+P+K to 
initiate juggle combos. i 


UPPERCUT, BOMB 


>.iUMPING;^0?ifCH 


STUMBLE THROW 


NOSE DIVE 


SPRIGHTLY DASH FORWARD 
AND NICK HIM WITH THE 
HYPER START (4- P+K] 


MAKE THE APPROPRIATE SOUNO 
EFFECTS AS YOU CONNECT WITH 
A HORSE KICK (^-> K] 


BLAST THEM WHEN THEY’RE 
DOWN WITH HIS BOMB 
THROW (ENEMY DOWN) vL P) 


jp.p. UPPERCUT THUNDER 



GfiLfiCTIC ELBOW CfiNNON THUNDER 

’in P + K 1 

jENERcy UPPERCUT. Tf^ADER 


DRfiGON THUNDER 

sL p 1 


1 MfiZINDfi'S Z COMBO 

^K^K 




an 


(ENEMY DOWN, 

, 4^ P.P) 































































POKfi POKfi DON 


HfiPPy BfiRREt 


KICK 2001 


DEfiTH fiND DRRT 


■^RRP.RRRP 


4^ P+K+Q,P+Q 


SRLMON HUNTING 


PT.2 (fiFTER BERR HUG) 


KumaChan is easily the most 
annoying character to play 
against. His obscure attacks 
are difficult to guard against 
and his size and movement fre¬ 
quently confuse the enemy ‘s 
perception of range. Use this 
knowledge to your advantage 
and try to be annoying as pos¬ 
sible. Whenever you can, go for 
his multi-part throw. 


GOODNIGHT 


JUMP+P 


AS SOON AS YOU GRAB THE 
OPPONENT, INPUT THE SEC¬ 
OND PART P+G} 


WAIT ONE SECOND AND THEN 
INPUT THE FINAL COMMAND 
«->P+G] 


DEKU PUNCH 


DEKU MIDDLEKICK 


DEKU UPPERCUT 


DEKU SPLITS 


Some people take the Mardi 
Gras a tad too seriously. Deku 
may care more about being the 
life of the party more than fight¬ 
ing; since his goofy moves are a 
tad sad. His juggling tech¬ 
niques are nonexistent, and 
best fighting moves are funnier 
than they are effective. Use 
throws when you have the 
chance. Otherwise, in a random 
fashion, use his Deku Uppercut 
Uppercut, Deku the Violence, or 
Deku splits (and hope for a 
quick beating so you can 
change characters!) 


4^ P+K+G 


DEKU HRMMER 


DEKU LOW PUNCH 


DEKU ROLLING SOBRT 


GIUE THE SPECTATORS A SHOW 
AND YOUR OPPONENT SOME PAIN 
WITH THE DEKU SPLITS (4^ K) 


NOW. BEFORE YOUR DANCE 
PARTNER AWAKES, BEGIN A BIG 


SPU\T! 


TIMBER SPIN 


LOW HOOK 


;j,HYPER STRRT ^ 
3ERR TOUCHDOWN 


Big, bad. Bark. Well, all Bark 
and no bite would be a more 
accurate description of our 
slow footed friend. Bark is a 
power character, but he doesn’t 
get much chance to use it due 
to his tree like speed, or lack 
thereof. He is especially weak 
against non-Sonic characters, 
which he is unable to throw. 
His strengths are his hook 
combos, spinning clothesline 
moves. Shot Punch, and 
Canadian Kiss. Use these 
moves with good judgment. 


DOUBLE POWER PUNCH 


IHOTPilHCfT 


BfiCK STRIKE 


BRRK ELBOW COMBO 


WITH THE POWER OF AN ABOM¬ 
INABLE SNOWMAN, BARK 
UPPERCUT P3 YOUR OPPONENT 


NOW SOUASH YOUR ENEMY 
INTO TASTY FROZEN MORSELS 
WITH HIS POUNCE [t)_ 


Fighters Megamix ends. 


FIGHTERS MEGAMIX - KUMA/DEKU/BBRK 
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T j -1 elcome to the chanacfeti guide foR u)hof may be the best 
I I I tRadi'fional RPG of all time - Konami’s Sai'koden. RatheR 
VAJ than doing a geneRic stRategy guide (dungeon maps and 
such) cue decided to Reoeal the location of eacn and eoeny of 
the game’s 108 cbaRacteRs; a much moRe impoRtant aspect of 
the game. HocoeoeR, it must be mentioned that the chaRacteRs 
aRe listed in the ORdeR you meet them in the game - not neces- 
saRily the ORdeR you can actually get them in youR paRty. The 
“LV.” in the uppeR-Right coRneR of the info boxes RepResents the 
leoel Of youR castle, tohich incReases depending on hotu many 
raembeRS you haoe. CeRtain chaRacteRS can only be gained 
when youR castle Reaches a ceRtain leoel. Enjoy! 


Tfhesi i^arnbeRs 
.(^m^roerabeRS 



The Main CboRacfeR oeRy 
Luell may be the easiest 
' — I chaRacfeR ii4,l^ game to 
get. Why? Because you. don’t baue to 
get him! That’s Right!! He’s thene 
fRom the oeRy p-gHiytr:fe|p — — — 
beginning Of the | 

game! Wh;io you - 

ask? Because he’s 

ChaRacten!! 


1 - ChaRQcfeR Poiztnoit 

2 - ChaRacfeR Name 

5 - ChaRacfeR Leoel 

4 - ChaRacfeR 
DescRi'pfion Texf 

^ - ChaRacfeR Locafi'on 
SeReenshof(s) 

6^ - ChaRacfeR Location 




SUIKODEN - INTRODUCTION 










iipspea, Ted's Hoase 


GReKInsteR, Tec's Hoqm 


KqlcD, BoR 


GRegrotnsteR, Koaon, & 


S^kglno | 


Selkalmf 


[on; Wca, Onfl's Hoase 


^ ' VikfoR join ;yorj shoRt 
l^y (jffeR Te5 is captaRe^. 
AfteR encoanteRing him in 
MaRie’s inn, leone, walk noRth, onci 
folk to him. He’s o (;ptaable team 

rTiembcR who — / ----- ~~^r 

shool5 stay in j ^ 

yooR nentrjRing 

poRty Right up to 

the end' j 


' Cleo is the thiRd dhoROC- 
j teR to join up, and... uh.!. 
ji U (joeii, ^ou don’t hac^e to do 
anything to get hcR, and... and by the 
end of the game sFj^U hone mass 

magic points, and...|^ -- 

uh... Cleo! Cine 
heRohand! All 


i r . Pabrji is the only chaRd^tew in the game yoa need fo gef 
thReeitimes. He joins yoa the finsf time aatomofically. 
AftcR yoci defeat Knaze in Kdqan, jast talk to him and he’ll 
=-^ — v-i join; the final time get Pahn to Leael 35“ or so to defeat Teo 
in a dael neoR the middle of the game. The secRct to beating Teo is 
fnaiting till lie unleashes a OespcRafe Attacki'^then simply guaRding. Teo 
should Repeat the Despei?6te Attack oubr and oucr... just keep blocking! 


I When you get to Kaku, go . 
to the baR and speak with 
Camille, in the uppeR-left 
coRneR. AftcR an amusing euent with 
CRernio, she’ll join yph. She’s faiRly 
weak in battles, 
one) m,y adwice is 


beating Tai Ho at . 
essentially ^et 
Yam Koo, although he won’t 
be selectable as a poRty membeR 
until you gain the castle of ToRan. 

aduice: Don’t put - 

him in youR paRty 

until you haue to, : Jjfmsf 

when you get Anji, - 

LeonaRdo. i 


pB3y. ' AftCR gaining youR'castle, 
go to the inn in Seika^efnd 
talk to MoRie, who you met 
bRiefly in GnegminsteR. She’ll join . 
you and build an extRemely useful 
fHee inn inside Sr^T^iT- 
youR headquuR- f 


down to the baR’s base- 
ff ment, talk to him, and play 

dice. If you win, he’ll join youR paRty. 
He isn’t ucRy effec^d in battles, but 

unfoRtunately he ——-- 

has to be in youR 
paRty at a^few ; 

key paRts of ^fhe J jpfe pw ' 

gome. f JBWPKijL 


1URS( 

talk 































































































!|eS y' con pTn 5 SeRgei the 

■ ■ *1 foiled iriGieotoR inside the 

iCl - bQR m Koko. To get to 

join, talk to him... he’ll build col^ot is 
pRobobl^y the most os^ul thing in 


Onc^ ydiS ^et 3^riR castle, 
j Lekndot thi^SeeR a;ill 
tfoppeoR^ond gRont LA to you 


! .^Gio(;anfi^^ th^ dooRkeep- 
eR otlepia^’s housi^in 
Kouon.'He’lt join yocJm^ith 
zeRO fonfoRe when yod RecRuit 
Lepont. He’s, useless ot|ieR than spy¬ 
ing/stealing in. 

ORrny bottli^ii^rj 
stuff! 


|/GaspaR"will oppeoR 
benedth the^ boR ot Koku os 
soon os you’oe got T^i Ho 
and Yarn Ko(\ As soon as youR castle 
Reaches Leaer £, talk td him and beat 

him at dice/|H^tl , - - --- 

join you and^t / j 
up his dice gam/ j 
in youR ci " ‘ 


as a gift. He|^cks in r^uIor battles, 
but in youR f iRst^feco ^Rmy battles 
he’s indisperisibict" 
as a magic cfeeR. 


Kn\n w\\^om cohen he 
helps yop b^eak into 
Lepant’s hou^e in Koijan to 
steal the Kininji. He SUCKS in Softies, 
but torjooRds the end of the game, 
unfoRtunately^, ' 

^ou haue to%di;^ lir 
him in youR parity 
fOR quite a arhfle. 

Useful as spy in 
ORrny battle^"' 


^ 1 '/"T-ORelai^Soh be found at 
|P 8 P’ the inn in Kpuan, but she 
A® mon*t join ydb until feuch 
lateR. To Recruit heR, RetuRn ?o 
Kouan at Leoel or fooue, then 
speak to he^ - ^ ’ 

She’ll size you u^ f^I;I , 
and then join. Not 
too useful in t^t- 
ties, but she suRe-^^^f 
looks cool! y 


PlayStation 


MMTHIU mVEHBERG, KAI, lOREm KRIH, GIOVRHHI, 
CHRNRIER, MEG, SERGEI, GRSPAR, lUC, RGCK 


/^Obe^^l^l ask"you to 
j giae>heR eoRRings to^a man 
^ ^ namedlOlathru liuin^n 
Seiko. You anil tRy to cdnuince him to 
join, but he a^onjf fORmally become 
the MilitoRy^^ J 
StRotegist of "^our g 
ORrny until you^ 
get ToRon Ca|]tle 


Kai wa^mce the main 
t!|chari 6 ctei?’^ stick-fitting 
teacheR, an^combted they 
can do the ultRa-usefuPMasteR and 
Pupil Beat” attarj< arhi^ hits eueRy 
enemy on sdne^ n 
To get him to foir^ 
go to GoRon 
BRidge and siro^ly 
talk to him. ^ 


i , i ' 

"ChandteiTthe Rouing item 
salesbian egn be found on 
the south side of th| 
FoRtRess Of Koraba. To RecRuit^him, 
simply talk id him. He’ll^build a useful 
item shop iri ypUR 
HQ that gets^if- 
feRent items a 
you encounteR 
them in tow0s. 


I ■ ' ' Meg is f^ng to find heR 

' I uncle "ju^pc^outside Of the 

A Kaku. To get h^ to 
join youR oRmy, fORm a’uentuRing 
poRty a)ith Juppo in it^nd talk to 
heR. If you find rr —^— 

TRick Rune/fhS 
equip heR roith \t, 
she becomes ci*^ 
pomeRful for^c^in] 
battle. 


SUIKODEN - CHARACTERS PART 2 





















SUIKODEN - CHARACTERS PART 3 





fbqi^ Castte j 


Gr^ For^, BlacksmKb’s 


Elfi'Vfllagpfe 


igtfj: Vi'Uagi 


M When Lepant joins ^yoa at 
Knaze’s bouse, Eileen Loill 
join us f>oell: She an^ Lepant 
in battles to^jetbcR ane useful coitb 
tbein Husban5-an5-Wife Attack. At 

biob leUels she {■-.-■ . 

gets a latige ^ - 


against KRaze he’ll join ybuR 
paRty. To get him to join 
youR oRmy simply talk to him coben 
the bust settles. He’s a goob attackeR 
in battles anb —.— - 

ueRy pocoeRf ul 
(ujitb the Rest of . 

ORmy skiRmisbes. 


^ 

iRicksteR cobile you’Re^buR 
^ gloRizing Lepant’s bouse in 
Kouan. Just talk to him anb he’ll join. 
He’s faiRly pocoeRfuJ^n battles 
because of bis Jj -* ^jj-j 

boes 1.:^ bamage |||| 


PlayStation 


I ^^eniembeR VaRkas? He anb 
Sybonia coill join you affeR 
the KRaze incibent in Kaku. 
Just go to the f iRst f looR of youR cas¬ 
tle... they’ll be coaiti,n^. 


[ Sansuke the bath TbasteR 

' is also in the uillage of 
Gneat FoRest. Talk to him 
anb he’ll join. He coill builb a bath in 
youR castle that gRpdbs as youR cas¬ 
tle incReases in 

leoels. At the enb ^ lZSS|jjK§!S 
of the game it’ll 

encRusteb coon- 


Maas is the fiRst of the 
blacksmith quintet of^aas. 


^ Meese, Moose, Mose anb 
Mace. You’ll f inb him in the c;illage of 
Gneat FoRest; just talk to him and 
he’ll join. FaiRly . , 

, , , .if:*"irCT’ri'rTT'. 

aseless m Mfues 


When you leaoe fbe Elf 
Village fOR the DcoaR^. 


I Village, the fORmeR ImpeRial 
solbieR ValeRia coill join you. She’s 
incRebibly pou^eRfuJ^n battles 
because of heR 



|My|||E^ m wlv.i| 

nrn«sSiSlrii7fTnaiSsi#jSl«i8uTS^^^Hi 

muSiTnITnM 


muiimmjjm 












Sr 

Maze 




2222 

JTJm^ 

TTTijTJ 
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- ■ ” " ^ ' acfaalty joins, mill j^in ^yoa 
anb fi^bf afteR beinf] ambtisheb by 
the ImpeRials at KoboLb Village. He’s a 

figbteR anb>^an^^! jj 
bo fbe KoboLb J/ 

Attack coi'tb Gon. 


V| 1 i^StaLLjonrtbe forest man 
\ ^ ij I in tbe coqrI^, appeoRS LOi'tb 
tbe K^olb 

Village ambasb. He, too^is a ge'neRi'c 
long-Range attackeR. v 


tbefiRst bRmy bat¬ 
tle at Paqnq Yakufa, you cnill 


-- ^-V- 

bael a>itb bnb of tbdl Fine 
GReat ImpeRjial GeneRols, Kraanba 
Rosman. DO NOT exectite bi'm afteR 
beating bim, then . ■: iss^^ - 
ask bim to join. He •; ^ 

is an effectioe 

fRont-ROLO attack- ; ^ 


iK' ^ A" caiitr^et L^pant’s 
i M estRongeb i|on Sbeena at 
H fjjQ inn in Sefka aft^ youR 
castle Readies Leoel £/BRing lepant 
in youR paRty'anb talk to bim - 
Lepant mill bRog ^ 

binp to youxk^as- / . ^ 

tlei A becent oen- ^ |||.^ 

membeR. > ^ 


HijyV- 1 "" AfteR FiiTstoRms off, 

' setuRn tQ tt?e poRt {omn of 
Kakaa anb eriteR tb||boase 
on tbe bottom-left. Talk to Flik anb be 
mill join you. Ausefui pentumng 
paRty membeR^, be 

bas to be mifb y^ti ^ ' 

game anb mieibs ^Jj^^|P|j^| 


I i ; *,:/Hellion^on be founb at 

I tbe inn in Tpien. Talk to beR 
anb shell join. Sbe gioes you 
thi Blinking MiRROR, mbicb alloms 
you to RetuRn to youR-castle at any 
time, anb sbe also ..... . 

mielbs tbe pbmeR- | 

ful MotbeR EoRtb i|i;' j I £!£ I 

Rane. P ^ I 


I 1-^ AfteR ySoR casfle Reaches 

1i Leuel £, go^ack to Matbiu’s 
' bouse. Apple Sboulb ^e 
tbeRe. Talk to beR anb choose any 
Response you mqnt - she’ll join you in 
any case. . j i 


I ■ ^ You’ll the hunteR 

I , ...Quincy oe^y eoRly in tbe 

77-if * game at GoRbn BRibJje but 
be mill not join you until you baue a 
total Of 80 ORmy membeRS. He’s a 
useful long-Range^ 
attackeR. 


vma 


TEMPUTOH, mOMIMI, SYIVIHM, SUIUOH, KWMDfi BOSMMH, 
HUMPHBEV MIHTl FUK, SHEEHA. APPIE, QUIHCY, HEIUOM 


AfteR coinning youR fiRSt 
j oRmy battl^ against the 
^ EmpiRe, ReTuRn to ycljuR cas¬ 
tle. Flik anb HumpbRey toill be tbeRe. 
Tbe silent HumpbRey mill join Right 
amay; Flik takes a 
little moRe jlbbRl^* 

HumpbRey is a 
geneRic fRon^-* 

Rom attackeR. ^ 

I 


e bestRuction of 
i W ^tbe Village f^f tbe ELoes, 
i RetuRn to ft bnb f ino 
Templeton, OvCaRtogRapbeR, tfieRe. 

Talk to bim anb he’ll not only join 
youR ORmy but ’ ^ 7^'; i 

lenb you the ' 

incRebibly useful 
Suikoben Map^'^ 


"AfteR ffieimpeRial 
f ambush at j^obolb Village, 
sbe mill app^R mit& 
Stallion anb join youR ^oupe.^Sbe’s a 

geneRic back-Rom figbf^sR but can bo 

an ef fectioe com- 
bineb bom oH^tack 
mitb KiRkis anb 
anotbeR Elf. 
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SUIKODEN - CHARACTERS PART 5 



Kcns^dot's House 


NoRCbeosf Side 


Tpfi'FIoog of Inn 


A^i, InnT ) 


^^i«»Wfong||Dfej,^fafltice 


Ai^i^Floorfdf Inn 


Anf^, Kfm6ettly*8 Hbase / 


Sjj^ Jl When you Reach Lfal^’s 
house, you’ll find you can’t 
pass the Rapi'bs thene. Talk 
to a boatmakeR named Gen in Teien, 
coho Loill intRoduce you to the scien¬ 
tist Kamandol and 
join yooR ORiny. 1 


' Lotte Loill cohine tfcat heR 
; cat is missing. RemembeiT 
the lost cat in Kaku? RetuRn. 
gRab it, and Retunn it to Lotte. She’ll | 
join yoaR oRmy. / ’ 


You’ll meet Mina in Antei’s 
inn, a)heRe she’ll ask you to 
dance. Make^ suRe the main 
choRacteR is equipped raith Toe 
Shoes, and dance ujjtli heR. She’ll join. 


j’* \ lo get Jabba, fight mon- ■■ 
steRS oRound the 
^ Antei/Teien/Rikon oRea 
until you get a Nameless URn. BRing it 
to jabba to appRaisq/^nd he’ll join. 


! Lj ^ Chapman can be pund at 
' # the ARmoRy in Antei. Talk td 

-I ,, J him and you’ll be able to 
RecRuit him. He coilL set up an 
ejii'tRemely conoeni^ aRmoR shop 
inside youR castle, 


To get EsmeRalda,^ight 


you’Re tRying t4«| 
° Rescue / 

- 8™^-- . - .] Liukan, Mathiu coill suggest 
you go find Kimbenly and Tesla in ^ 1 
Antei. She has an aip6sing scene coith 
Flik... basically, she 

demands the m. ^ , j j ’ K 

“pRetty boy’s” , ^ -1 -!j ; ] - - 9 - ^ 

company f or 'the jP PP . W ^ 


monsteRS in SonieRe pRison 
ujitW. you Receiue an “Opal.” 
BRing it to Esmenalda and she coill 
join youR cause. / ' 


GEN. KaMGHDOl. EIKEI, IGBBN lOm, MINA. QION 


CHAPMAN JEANE. ESMEBAIBN KIMBEBIY 
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bot- 

f|' tom Of S^njypRe PRisori 
bRings you fd Li'ukur^ cell. 
AfteR you boeulc him oaf, he’ll join 
youtt cause. SuRpttisingly, if you get 

him to a high , - i - 

enough leuellTncy i i 
shaRpen his 
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SUIKODEN - CHARACTERS PART 7 





^n^moOj^eetSibe 




Kmia \M 


mMK. 




itfda* KfRoa 


factony 


lef FacfdHy 


• You can firid CeoRgns fn 
I ^ A;^ fFjc Kirou Inn. Talk to bfm, 

' - ' and he'll inafte ^you to pla^y,! 

ConcenfRation-like game. Match all ^ 
the caRds Luithin th^ime limit and 
he ajill join you. 

Should you euett | /'fv: 

ajant to ploy 
again, talk to him 


SoRah the (oashing maiden is 
! W. L a hattd chnRQcteR to get. FiRSt, 
talk to hen. Shell say she heeds 
stone and 

bay sagoH, then talk to the people in tomn 
in the onden beloa>. Thiatbill get yori tfje 
soap. Then talk to SoRafi, and'sheil joirj 
yog. SuRpRisingly, she's not bad in fights! 


' I OT? Ronnie Hell can be found 
^ J at the Resistance’s seCRef 
factoRy. She’s ejfCellent in 
battles because of the Hate Rune she 
has equipped - it do^ tcuice the daiT)- 


m\ You’ll meet KessleR and 
Ledon (^RemembeR them^'T 
a)hen yocj Reach the 
Resistar2ce’s secRef ftJCtoRy. Dcferid 
them fRom Ronnie “Giant Womar^" 
Hell and they’ll 
join youR oRmy.' 


.. ^ As soon as you get to the 

secRet factoRy, you’ll^iJnn 
acRoss Ledoh, the thief that 
dRugged you back on Mt.TigcRmolf. 
Shou) heoRt arid telt Ronriie Bell yo(j 

knoco KessleR arid - 

Ledon. They’ll go 
to youR castle and IS 


BUBI, MtlODYl, imtB, BEOBGIS, IEOH SIIVEBBEBB 
SBBBH, BUCKMBH, BONNIE BEIL KESSIEB. lEOON 


I " You u?ill meet Leon in 
Kalekka, but he a)ill ngt join 
■ . yQn c;Qstle is at 

Leuel 4. Once it is, talk to him, talk to 
Mathiu at HQ, then^dlk to Leon again. 


i > '! You ujill meet Blackman.. 

.i( the goRdenoR at the r;dRth 

... M side of Kalekka. Just talk to 
him to joirj, but make suRe you DO 
NOT step on his bel^oed plants! If you 
do, you iTJrJst leaae|-- ;|| ^ | 
the tomn cmd 
come back to - 
RecRuit him. 


i > '! You mill meet Blackman.. 

^i( the goRdenoR at the r;dRth 

... M side of Kalekka. Just talk to 
him to joirj, but make suRe you DO 
NOT step on his bel^oed plants! If you 
do, you iTJrJst leaae|-- ;|| ^ | 






































































































PlayStation 


Window is faiRljV tRidr^^gef. Ybu'U meet bim in the 
WaRRioR^iUage, a)beRe be says wants fbe Window 
Rane to bMd a sfaine^lass mnsfeRp&ce. Deep in tbe Ql 
Temple caue, yoa'll c^me acrfoss a plafc like fbe scReensl 


joins. Use bim to change yotiR rnf§docos and luindoa) coIors! 
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|^"'Rememb^R Morco, tbe boy 
* gambleR^.^au tnon big Bits 
off Of back' in Rocklto5? 

YouTl meet him again in WaRmoRs’ 
Village. Beat him at bis'tbRee, ab, cup 
monte again an6 ' p ga..>.^ 

i he coin join yoa. ' 

imn 
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SUIKODEN - CHARACTERS PART 9 



! 



W/. I To Zen the goRdeneK, 
jA need to buy blue 

..-^™ in Rikon, yelloo; seebs in 
Teien, unb Rcb soebs in WuRRioRs’ 
Villn^jo, fhen giue them to him. Once 

he bus his Rain- t-- ;—- 

boa)-hueb beans o’ I 
5eliflhe, he’ll join 


founb in the Qlon Terriple 
.•" ’*• cane anb fjiue it to him. He’ll 

join. DuRing youR quest you’ll 
p'nb “Olb Books;” qi(;e^them to Hugo to 
be able to Reab thc^n! 



m 


1 ' iMiii 





iq08 ^8fle 


mKvI^tB'foataeBB 


' CROLoley: The haRbesf cbaR- 
* I I actcR to get in the game. In 
I'-;' Qlon caoe. Walk into the mail 

in the shot shoton belom to 
finb his hibing place. CRomley has the 
most MP of any chouacteu in Suikoben. 


h j! AfteR befeating NecloRb ; 

anb sauing lengoou, Hfx mill 
accept his maRRioR heRitage 
anb join you. He’s an aoeRoge fRont- : 
Rom attuckcR, but h^^can do the 
inteResting com- — ’ ’- r- . — y-j. 
bineb rnoue r ,'' 

“WaRRioRS^ Village a' 

Attack” mith ^ 


jv 1 TengaoR mill join '^oa mith 
H\x, afteR you sane hen 
fRom NecloRb. Unlike heR 
companion, TengqoR is incRebibly use¬ 
ful - she’ll haue a sqpeR-high amount 

Of magic points by -— - - — 

theenbofthe 
game. Equip heR 

mith a Floming i 

Rune fOR the ^fi- ^ 
endgame! ^ ^ — -----— 


jf ' / j4 ' HeRe’s anotheR hoRb choR 
‘jOi ’( o^'teR to get. AfteR befeat- 
— ^^^^mg NecloRb, tRek all the 
may back up to the top flooR of his , 
castle anb you’ll f inb^PesmeRga, a 

good fRont-Rom - - 

attackeR seaRch- I,:,; 

ing foR the black -- - ; 

night YubeR. Just ^ f 
talk to him anb ' 


! Furna claims to b^ mell- 
^ hibben, but you can s^ him 
- • — behinb the fORtness of the 
Dnagon Knights Rather easily. Just 
malk all the may ug,tfie sibe of the 
castle on the 
Right and talk to 
him. He’s useful 
fOR spying in' 
aRmy battles. 




" HumphRey’s olb enemy 
V ' vy Kneutz can be founb jj^sibe 

-^ the DRagon Knights’^ 

FoRtRess. Talk to him mith HumphRey 
in youR poRty, anb afteR a little con- 
uincing he’ll join rsSSgrm^^^W, 
youR caused 


' accompany you 

I to Seek Valley to seoRch foR 

Moonlight Weeb, anb^afteR 
yoti sane the dnogons she’ll fly you 
back to youR castle^ofnb join you. She 
is a faiR long- ; ■ . 

Range attackeR. 


. J Finally! The last of the ... 
^^ocksmithsl You hau^o get 
Mace irnmebiately - if you 
mait, you mon’t bane fouR fRee slots 
in youR poRty. You rpdst put Maas, 
Meese, Moose onft 


/f/K HUGO, CROmtY, HIK, mOaOR, PESMERGG, 
CUVE, FUMR RREUTl Mllltt, MBCE 
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I The final thauattexi and ; 

finallrnpetual GeneRol 
Son^ya a)iLl appeoR ir^yooR 
jail affCR taking] the fo^fRess of 
ShasoRazade. Talk to h^R and ask heR 
to join - sheTll say r^ ' ' 
she hates y0ri.'sj±) ^ v I - ^ 
then joins youR^ i‘1^ J 

OR rny just “t^e^/f I tt Ifl 

youR death w\pn 1 ^ r;iit lll|illllf| 
heR ouni eyes!” _ .,:v" .. 


A nd thene you baue it! All 108 cbanacteRS 
Repealed fOR youR delight and delectation. At 
this point, let us take time out to ask you, the 
ReadeR, ruhich type of guide you pnefeR, as futuRe 
issues of MegaFan shall be goueRned by youR input! 
Was this guide useful, or mould you haue pRefeRRed 
moRe stRaiglitfORmaRd stRategy? Well Read and 
digest all youR cRiticism in a nec;eR-ending quest to 
betteR OUR standands. But foR nom, let us bid a fond 
faRemell to the mystical lands of Suikoden... 


JOSHUA, FUTCH, TAOSARl OBIFFim WARRIH, KASJMHAin. 
RIAKIMIUOH, SAHCHO, VINCENT DF BOUIF, SONYA SHUIEN 
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WILD ARMS - SURF UILLAGE 





Gather round, fair warrior, and bear witness to our Wild Arms coverage! The next ten pages provide com¬ 
plete maps and walkthroughs for the first four dungeons and two towns in the game. The most cunning puz¬ 
zles and/or placed items are shown in box-outs. Happy adventuring! 


PlayStation 


This is the village where Rudy, the traveling youth, takes up odd jobs to suppoit himself. After a hard 
day’ working, Rudy finds out that a child has wandered off into the Berr>^ Cave to the South. Collect 
your first “Tool” from the Mayor and head for the cavern to save little Tony from danger. Stock up on 

Learn the basic 


some healing items, because enemies will pounce you as soon as you leave the town 
controls and the menu system while you’re here. 




•Talk to Mayor Pifer in the big house to 
the North-East to get your own set of 
bombs. 

•Throw one of the chickens next to the 
dog to transform it into a Light Shroom. 

•Check all the barrels and crates to find 
the hidden items and money. 

•Save your game before you leave this 
town. : 


Items: 

45 Gella 
Power Apple 
Hearty Apple 
Heal Berries 
Light Shroom 


1 Item Price 

1 

Heal Berty 

20 ' 

1 

1 

Antidote ; 

50 


Medicine 

50 


Violet Rose 

50 


Heat Salve 

50 


Long Knife 





iM^ 


hi 

lie 

1 
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This dark and misty cave to the south is where the search for the little boy Tony begins. Tony has lost hTs 
way in the gloomy catacombs whilst tnnng to find some Heal Berries for his sick father. Don’t waste your 
“ARMS” on weak enemies because you will need them to defeat the Zombie that lives deep inside the cave. 
This cavern will give you a taste of the types of puzzles that you will encounter in the game. 


•In Section B, blow up the crates to 
get a Heal Berr>^. 

•At the end of Section C, blow up the 
crate and then push the lever to move 
the statue. 


















•In Section D, when you wrap around to the 
North, be sure to blow up the rubble to enter 
Section E. 

"•Blow up the crate to the West of the overpass 
for 300 fun-lovin’ Gella. 

•At the end of Section D, flip the West lever, 
then the East one. 

•Save your game in Section F and be sure to get 
the bullet clip in the treasure chest. 

•Be sure to open the treasure chest in Section G 
that is hiding around the bend to the right. 


Items: 

300 Gella 
3 Heal Berries 
Holy Symbol 
Power Apple 
Hardy Apple 
Agile Apple 
Bandanna 
Bullet Clip 





























PlayStation 


The second set of characters in the game are Jack and his partner Han-Pan. These two treasure hunters are 
right smack in the middle of another wild search for booty (of the sparkling kind) in the Memory^ Temple. This 
ancient structure house many booby-traps, such as spikes, spears, and pitfalls. 


Learn to use Han-Pan to pick 
Don’t worry about the security system password because you 


game 


•In Section C, activate the switch to the North-East to open up the 
door to the west of it, 

•At the end of Section D, go South through the East door and step on 
the switch. Then, go back out the door and make your way to the door 
to the West. 


Items: 

Cowboy Hat 
2 Heal Berries 


























Items: 

3 Heal Berry 
Hide Glove 


•Use y^Y dash technique in Section F to avoid the 
spears that come out of the wall 
•In Section G, push the middle block off the edge and 
use Han-Pan to reach the switch. This will open up the 
West door in section F. 

•Almost every room in this temple has spikes that 
emerge up from the floor. You can tell where these are 
because of the black holes on the ground. 






































The third main character in the game is Cecilia, the Princess of Adlehyde, Today is her seventeenth 
birthday and she must now return to her home town, Adlehyde. Her magical abilities that she learned at 
the abbey can now be put to use. There is a lady in the South end of the Abbey who will bind spells to 
your Crest Graphs. She will give you a choice of White or Black magic. White Magic is defensive magic 
and Black Magic is offensive magic. Be sure to check all the barrels in the Abbey, because that is where 
most of the items are cunningly hidden... 


■iili i^i^i iiili 








u. 




Items: 

20 Gella 
Heal Berry 
Crest Graph 
Mystic Apple 




You start in the classroom i 
where Cecilia wakes up. From 1 
there, go East to the library 
and talk to the boy inside. He \ 
will ask you to get the pocket- F 
watch from Anje in section E. • 
^ Bring the pocketwatch back to 
the library, then open up the 1 
book that is lying on the floor. 

|i| Now go the the room furthest 
East in section A, and procure [ 
the Crest Graph before you | 
move on. After that, return to I 
the starting point and talk to 5 
Sister Mary. Now make your j 
way South to section D and i 
talk with Lila. She is the girl ^ 
standing near the West win- > 
dow. She will tell you about 
the switches on the statues in 




the garden. Go back up to 
' Section B and flip the switch¬ 
es on the side of the statues. 
This will make them possible 
to move. Switch the position 
of the statues so they are fac¬ 
ing each other. Stand in- 
between the two statues and 
use your teardrop crystal to 
1 reveal the door to the sealed 
library directly through the 
door to the North. Save your 
game in Section C (very 
important!) before trekking 
to the Sealed Library. Use 
your Teardrop Crystal near 
the symbol in Section A and 
you will be warped into the 
. Sealed Library. 


D 1 








WILD ARMS - CUBAN ABBEY 















WILD ARMS - SEALED LIDRARY 



Welcome to the Sealed Library, Now that you’re here, take some time to read the the books on the shelves; you 
will find that they contain some very valuable information. Be sure to bring some medicine, because the mon¬ 
sters on this level love to give you “disease” during battles. Without the healing medicine, your character will 
continuously lose HP until they keel over. With this in mind, make your way to the “Book Monster” at the end o 
the level. The Fire spell works great against this boss, so use your magic carrots to keep your MP up and channel 
all your magic into this beast... 


•Use the Teardrop Cry^l 
in Section A to open up the 
door downstairs. 

•In section B, there is a 
switch under the crate in 
the North-East corner of 
the room. 

•In section D, just throw 
a crate onto the bubble 
switch to open the door. 

•In Section F, take a 
crate and stand on the 
switch. This will reveal a 
bubble switch that you hit 
with the crate to open up 
the door. 

•In Section G, pick up all 

































The town of Adlehyde is where the game really starts to get interesting. When you first arrive here you 
will find out that the townsfolk are preparing for the Ruin Festival Visit all the houses and shops to receive 
clues and information about the festival... and your next adventure. Be sure to search the town for hidden 
items and to upgrade your weapons at the shop. After talking to Emma, go gather your friends and proceed 
on to Lolithias Tomb. Good luck! 


•Talk to Emma to get you start¬ 
ed on your next quest, 

•There is a man in the same 
room as Emma, who will 
upgrade your ARMs. 

•Look for the man who will 
refill your ARMS ammunition. 

•Put together some new spells 
in the Magic Guildc. 


7 Gella 


3 Heal Berries 
Antidote 
Heat Salve 
Hardy Apple 
Power Apple 
Agile Apple 
Magic Carrot 


! Item 

Price 1 

Long Sword 

210 1 

Chrome Blade 

220 1 

Magical Rod 

190 1 

Hard Cloak li 

205 " 

War Coat i 

220 1 

White Robe ! 

145 1 


ILD ARMS - ADLEHYDE 


























Congratulations, you’ve made it to Lolithia’s Tomb. Here is where all the skills and abilities that you have learned to 
use wall be put to the test. Lolithia is the Golem that awaits you at the end of the tomb, but to get to It you’ll have to take 
on some pretty intense enemies. As always, bring along an ample amount of supplies to help get you through the level 
(Heal berries being the most important). After you have defeated the boss known as “Magtoitous”, make your way back 
through the tomb to Emma and report your findings. 


Items: 

480 Gella 
Hardy Apple 
Mystic Apple 
Agile Apple 
Buckler 
5 Heal Berries 
Potion Berry 
2 Crest Graphs 
Revive Fruit 
2 Magic Carrots 


... Tx - 





















•In Section B, push any of the blocks up to receive your reward. 

I ^In Section C, use a bomb to blow up the wall. 

[ •In Section E, you cannot grab the treasure on the East ledge until you find the grappling hook 
later in the game. 

I •In Section H, blow up the large rock in the corner and activate the switch beneath it. 

•Jump off the ledge in Section G to enter the West door that leads to Section I. 

•In section I, push any one block out of the way to step on the switch that opens the door.. 

•Use Man-Pan to get the treasure in Section I, because it is an exploding chest. 

•In section L, ascend up the ladders to the east until you get to the top floor. Jump down the 
center two floors and blow up the rock. Move to the East a few paces and send Han-Pan running 
across the switch to the West. This will lower the gate on the top floor. 

•Save your game in Section M. 

•In Section N, go upstairs into the middle door and push the blocks out of the way to obtain the 
two treasures in the corner. Use Cecilia’s crystal in front of the Teardrop door to enter the tomb. 
When you are finished, make your way out and push the switch outside of the South-East door to 
lower the gate around the treasure to the west. 

•In Section Q, activate the switch on the back of the statue and four blocks will appear. . Push all 
four blocks onto the corners below the statue. When this is done, stairs will magically appear. 

•In Section R, you will meet Magtortous, the level boss. 


PlayStation 


This epic quest continues... in the 
next issue of MegaFan. Remember, 
it’s all about Han-Pan! 




















DARK SAVIOR - INTRODUCTION 



THE PARALLEL SYSTEM 

Depending on how you deal with the initial blazing ship scenario, the game takes place in one 
of five " . ‘ - . 


different parallel dimensions that totally change the events 
chart that details each of these parallels and how to get them. 


TRANSPORT SHIP 
In order to make it to the Captain’s 
cabin in time for Parallel 3 and 4 
(under 3 minutes 30) it helps if you 
make use of the two short cuts hid¬ 
den around the boat. 


SHORTCUT ONE: When you exit the room with what looks like a slot car track on the 
table (after coming in through the window) go left and you will come across a series 
of sliding platforms. Jumping across the platforms lets you skip a few rooms. 


PARALLEL ^ 
SYSTEM j 
FLOW mm. 
CHART ““ 


SHpjRTCUT TW0:\n this 
chamber hit the box in 
the lower left hand cor¬ 
ner to reveal a hole in 
the floor. Drop down 
though the hole and fol¬ 
low the path outside 
the ship to cut a huge 
chunk out of your jour¬ 
ney. 


' Parallcl-^I^S^ 

A HUNT FOR THE EVIL 


PARALLEL ONE - A HUNT FOR THE EVIL ^ 

As you battle with Bilan’s clone, the real Bilan escapes the transport ship and heads towards jailer’s Island. By the time you reach the 
island, Bilan is already on the loose, and Warden Kurtliegen has declared a state of emergenc v^ Dur mission in Parallel One is to hunt 
down and capture the villainous Bilan. But why would Bilan travel to the one place where it wassu^ji^ed be executed? You get the feel¬ 
ing that Kurtliegen isn’t telling you everything... 

ORDER OF EVENTS: \ 

- Search the town for hidden chocolate and make sure you get the Sword Power from Olivia (four pieces of j^i^colate). You 
should already have some stocks left over from the boat. Fight one of the prisoners for the key to Death Valley, and travel4p the JLO 
base. , 

- Get the bottle from the lower right hand corner of the level, behind the crates. Talk to Bruno thetyake the open door which 
leads to the Warden’s castle. 

- Follow the beams into the castle. Carry Drizzit with you on the way out to receive a bom|j||ihen you leave t||e 
castle follow the sewers back to the JLO camp. 

- Take the second exit from the JLO camp. After a brief sewer section you will emerge in the bllanium mines. In the large mining 
room you will find the main power switch behind the prisoner’s quarters. When you come to pour the acid, pour it on Lance. He’s Bilan!!' 

- A series of basic puzzles; push the mummy into the coffin; put the rocks in the pots them jump In the last one; find a 
hidden room behind an un-lit lamp near the stone lion; jump on the sand tornados and knock over the broken obelisks, its not tough. 

- Talk to all the people Inside the various buildings. There Is a hidden ladder In the top left hand corner of the 
town that lets you climb up onto the high walkway. In the room with the giant calculator look at the posters on the wall to work out the 
secret code. 

- In the laboratory you fight Doc. Try to capture him as he’s a handy ally. You can search around for the Doc and Warden’s 
second diary, but they’re not essential. 



- In this parallel you only skim the surface of the three towers. Ultimately you must ascend to the top of the bronze 
tower to do battle with^^Parallel One final boss: M. Bilan, just like ordinary Bilan, his vveak^ot is his back. 










PMALLEL TWO - A HUNT FOR THE HEART 


(Sarian defeats Bilan on the transport ship, and is stunned to see that the 
person Bilan was in possession of is none other than his brother Luke! The 
only way that Garian can save Luke is to find Wouda’s diary, a legendary 
book that is said to be hidden somewhere on jailer’s island. 

.p-- - ---nii ORDER OF EVENTS 

I i P ^ - - Warden KurtUegen meets Garian 

" ‘ ' the bar and opens the door to Death 

* location as Parallel One except Olivia is 

_ g,.unQ t|.jg 5 to convince you 

V' that Kurtliegen is corrupt. You agree to lis- 

^ ten to him and follow Drizzit into the castle 
■ —. <rT% to see proof. 

- While in the castle Drizzit falls into the toxic vat and is transformed into a polygon monster. 

Rescue Kay and carr y her ou t of the tastle to win her over. 

T22JJJ- Solve the circuit board puzzle to reach the vault and get the diary of Wouda. But watch out 
for the lasers on the way out. They’re harmful, but not fatal. 

- The first of the two mine £art sections. This one is relatively easy. Learn when to switch between the outer 
and inner cart views. Kay is captured and Kurtliegen pursues her into the catacombs. You must follow. 

- Thankfully, the catacomb puzzles are already solved. After giving Kurtliegen the diary in exchange for 
Kay, you must go back a room to free Kay’s sister. 

- The calculatc^room is broken, and you must exit the city the same way you came in. Once 
again talk to everyone for a few surpriw. 

- You must enter eawof the towers to get the three rings: Copper, Gold and finally Silver. Copper and 
Gold are obtained by beating the two sfmues of the same name. Silver is actually Kay, and she transforms into fire Kay to 
fight the last boss, Drizzit. 


A HUNT FO^ JH&^.HEART 


The mine cart section 
is tricky! Memorize 
the tough jumps! 


PARALLEL THRESf- ^ THE LIES 

Garian reachjgf the captain’s cabin 
before Bil^and Bilan escapes from the 
ship. Ga|pn chases ata|||llan to Jailer’s 
Island^^ust like the HflPirallel, but 
this yme things are pnRg to happen a 
lltti^e differently. Bilan arrives near the 
]LO base and Bruno goes to strike a deal 
vyith him... 


'Security: It seems Tike every day 
1 torture someone. 


_ m O F EVENTS: 

The incident with the young boy has greater significance in this parallel, though you don’t know it yet. Once again 
Kurtliegen approaches you to find the secret JLO base. 

Hitt* : - You have to take the tough path into the base. When you get there it’s already been destroyed by Bilan. Remember to 
collect the bottle before moving on. 

m-'- You follow Bilan Into the min^s. After the second (and more difficult) mine cart section (you have the use the in-cart view 
more often) you find and defeat Bilan, ^t Kurtliegen leads you onto the Carbon Floor where a nasty surprlselawalts. 

- j.J. initiates plan 1) and f haws all of the carbon frozen criminals including... you!! how can you be in two 
places at once??!? The answer lies in the foui[th parallel... ...JT 


DARK SAVIOR - PARAllEl 2 





DARK SAVIOR - PARALLEL 4 







ORDER OF EVENTS: ^ 

- Jack explains the concept of parallel dini^sions. Two parallels have col¬ 
lided and now you have to fight for your existence against an evil Carbon Garian. You have 
exactly one hour to complete all three towers, rescue your friends and escape the island. 
There are no save points in the fourth parallel,., so die and its back to start! 

- Things kick off atop the silver tower with an epic assault course. It takes 
a lot of patience to get through it fast, so keep practicing. You have to be quick if you want to 
save all your friends. 

- You should be familiar with the puzzles in the Gold Tower by now. Speed is 
the key. Be careful around the spikes because death means re-starting the parallel. If you 
rescue any of your friends, use them in the next battle. 

- A lot easier than the Gold and Silver tower for sure! On your way 
back down you can fall off the ledge to re-start at the lower entrance to^at screen, 

- If you do the three towers fast enough you’ll rescue all o£^our friends 
(including Kay) before the final battle. After fighting Meg you return to the towq jo fight 
Carbon Garian. Defeat him and you’ve got 90 seconds to make it to the docks. Huri^!! 


fesfc. ■ ■ 

^Security: It seems like every day 
I torture someone. 


Parallel fotlj^s short but tough! Can you conquer the Silver Tower assault course? 


PARALLEL FOUR - A HUNT FOR 

The clock is turned back to when you first left forjaiw’s island. 
Back on the mainland your bounty hunter friends pick\ip the dis¬ 
tress signal Garian sent from the transport shjp and clW|ide to come 
to the rescue. Meanwhile, Garian is arrested for murdering the 
young boy in town! What’s going on!!? 


DARK SAVIOR 


Parallel IV 

A HUNT FOR THE TRUTH 































FIGHTING TACTICS: 

1. THE DASH ATTACK - The dashfng attack is the most effective attack in the game. Hold down run, 
charge towards your opponent and press attack. It does a lot of damage, and normally knocks your foe 
to the ground. Try to repeat the atUck as they get to their feet. 

2. SPECIAL ATTACK - When close t^n opponent, hold down run and press AWAY and attack. For 
Garian this move is a spin kick, butn varies from character to character. It also counts as a finishing 
move in the point tally. 

3. SUPER ATTACK - The charged super attack always does the most damage, and if you can finish an 
opponent with it, you’ll get a special Finish point bonus. 

4. EXCHANGE - Make sure you are touching your opponent then press towards and attack. You swill 
swap places with them, giving you a chance for a back attack. 




DARK SAVIOR - PARAllEl 5 









































POWERSLAVE - OPENING 




»0 CONBQMR 


Lobotomy’s PowerSlave is a hugely underrated first-person perspective shooter that combines traditional corridor blasting action 
with an adventure based non-linear level structure. It is also loaded with secrets. In fact, the first time you complete the game, your 
real quest has only just begun. Listed here are some tactics, an exclusive missive from the creators, and the location of all 23 team 
dolls. Remember, don’t start looking for the dolls until you have all the artifacts, and all the pieces of the radio transmitter. 


6. COBRA STAFF 

PowerSlave's rocket launcher! 
Except this one homes in! 
Unfortunately, the cobras 
aren't very damaging, it often 
misses and can hurt you T” i 
at close range. It can Jv ; ■■ 
be used underwater - 
though. —i 

BEST VS: SPIDER, PIRH/^isfA 


ANiUN BOMB 

On top of its secret finding 
properties, the Amun Bomb is a 
powerful long range weapon; 
provided you can master the art 

of angled throws. -- 

It can also be used ! 

unde rwa ter. i 

BEST VS; PIRANHA, MAGMANTIS | 


5. flame thrower 

The ultimate close range weapon 
for a single target. The flame 
thrower stops any enemy in its 
tracks and can even set them on 
fire. Very good against i. 
bosses. Uses energy quickly. 

BEST VS: AIWUBIS ZOMBIE, bj;; 
MUMMY, BASTET, ANUBIS 


A brilliant short range 

weapon, due to its rapid rate 
of fire and wide spr ead 
erage. Best saved for 
encounters when you ^ Eh ■* 

find yourself outnumbered 
with no space to . . _ 

move. Can be used 
underwater. 

BEST VS: OMEhT.'ASP, BASTET, MAGM^IITIS, 


PowerSlave's BFG! Keep the button 
held down to charge a more powerful 
shot, then let her 
rip. The manacle fires 
up to four streams of i ' 

electric death, which ' i ' 

home in. i. :..'.,!.: 

BESTVS-.OMENWASP, BASTET, 

MAGMi^i^TIS, ANUBIS 


All weapons in Powerslave use the 
same ammo supply. Make sure you keep 
your most frequently used weapons 
(ie. the M-60 and Amun Bomb) topped 
up at all times. 




Some people may have figured out by now (if they have collected all 23 
team dolls) that the Playstation version of Powerslave (aka Exhumed or 
ippp) does not have the hidden Death Tank"^^ game found in the U.S. 
and Japanese Saturn versions. But hey, we needed to get the Playstation 
version out for you to play! 

We haven’t forgotten to reward those of you who do complete the ulti¬ 
mate task of finding all the hidden Team Dolls, and intend to make it 
very worthwhile to use your save game file from Powerslave with 
Exhumed 2 (or Powerslave 2, working title). We are full of crazy ideas at 
present... none of the ideas are finalized and some we just don’t want to 
share... but here’s some of what we may enable through your save game: 

1. A normal saved game might open up certain areas on the Exhumed 2 
world (hidden levels) unavailable otherwise. That’s if you don’t finish 
Powerslave with all the transmitter pieces. 

2. A saved game with all transmitter pieces might additionally allow the 
player to use artifacts, weapons, or other abilities from the Powerslave 
saved game, even if they aren’t included in Exhumed 2. Imagine having 
the ability to jump higher than your friend during multi-player battles or 
nailing them with a cobra from around a corner! Hell, players might even 
get limited use of Dolphin or Eagle modes... 

3. With a saved game containing all 23 team dolls from Powerslave, we 
plan to include either the fully updated in-house, Lobotomy-only version 
of Death Tank, featuring eight players. Blitz rounds, nuclear flash, bonus 
weapons and other effects not found in the released six-player Saturn 
version, or a whole new bonus game different from Death Tank. We 
might even hide a second bonus game in Exhumed 2 which is not fully 
featured for those players who don’t have a team doll saved game. 

Whatever the case, you can expect more trickery from Lobotomy... 
maybe another Lobo-quest! We don’t know for certain yet, but you are 
well advised to keep your Powerslave saved game around for another 
year while we prepare the greatest game ever!!! 

Thanks! 

Brian McNeely 

Executive Producer, PowerSlave 












PlayStation 
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SET AREMA 

1. JASON Y?I 




SUNKEN PALACE 
3. PAUL HAUGERUD 


MOUNTAIN SHRINE 

5. PAUL LANCE 

As you jump out onto the first 
platform above the lava, throw a 
bomb at the wall directly in 
front of you. Easy peasy. Just 
don't fall! in on your way out! 


NILE GORGE 
2. RICHARD NICHOLS 

Throw an bomb at the wall behind 
the camel . Enter the upside-down 
room for your second Team Doll. 
That was easy, wasn't it? 


magma fields 

6 . DOMINICK Meissner 

Blow open a hole in the side 
of the walkway near the start of 
the level (as shown) . Hit the 
switch then drop down the lava 
passage to collect the doll at 
the end of the level . 


THE** LOGA.*^’IONS OF 


SOBEK PASS 
4. TOM KRISTENSEN 

Throw a bomb at the wall past 
the last key (twice!). Hit the 
switch and return to the start 
of the level . Look where the 
fireballs [are going... 


Throw an Amun Bomb at the two 
pillars. Throw another bomb at 
the lower platform, press the 
switch,then throw a bomb at the 
opposite wall. Follow the path. 


After you collect the last 
key, take the left exit before 
the doors close. Follow the path 
out to the room with the Full 
Health. Throw a bomb at the wall 
behind it and press the switch. 
The Team Doll is near the camel. 





















































TOMB OF RAMSES (ESC) 

10. JEFFREY S. BLAZlER lYinjjfeJ 
After you defeat last boss you 
must escape Ramses Tomb. On the 
way out throw a bomb at the 
point indicated. You need FULL 
BOMB POWER to get this doll, so 
don't use any bombs on the last boss. 


IS PEaK 4 I 

IRIC KLOKSTAD 

irow a bomb in the side o 
lava fall at the poin 
1. There is a secret cham 
containing a doll inside. 




CANYONS OF CHAOS 
8. JOHN VAN DEUSEN 

Float around at the highest 
point until you see the wall 
shown below. Blow it open and 
follow the passage inside to the 
room with the two Magmantis crit¬ 
ters . Blow out the hatch in the 
ceiling and negotiate the tricky 
laser network for the doll. 


tomb of RAMSES 

11. KEVIN CHUNG 

Throw a bomb at the crack in the 
wall and then again at the cross 
section blocking your exit from 
the water. Use your dolphin powers 
to leap up and get the doll. 


kilmaat haunt 

9. PAUL KNUTZEN 
Deposit your sceptre and feath¬ 
er then return up the lift to 
the courtyard with the monolith. 
A new passage should have opened 
up. Follow it to get the doll. 


KARNAK SANCTUARY 

12. PAT SCHREIBER ' 

On the way towards the camel 
that takes you to Heket Marsh, 
throw a bomb at the wall directly 
underneath this bridge. You'll 
need dolphin mode to get the doll. 























































POWERSLAVE - LOCATION OF TEAM DOLLS 





HEKET MARSH 

13. JOHN SCHWAB 
Just before the door that leads 
to the camel,turn around and 
throw a bomb at the pillar in 


16. SCOTfr BRANSTON :| 

In thei room where you first 
receive dhe Amun Bombs, throw 
one up at I the break between the 
wooden beams on the ceiling and 
fly up toi collect your doll. 


swim 


SET PALACE |gS:t 

17, WILLIAM VALLERAS 

As you,enter the main palace 
area, drop down off the first 
bridge and throw a bomb into 
niche shoi/n (on the underside of 
the bridge) . Fly up and add 
another doll to your collection. 


kilmaat colony 

14. MARK KOATES illigiiil 

Take the left exit from the 
level's central chamber and you 
will come across two Anubis next 
to a pond of lava (check the 
shot). Throw a bomb at the spot 
shown and use your dolphin powers 
to reach the doll. 


THOTH RELIQUARY 

18. DAVID LAWSON " 

In the Very last chamber of the 
level (where you first collect 
the Protective Anklets) throw a 
bomb at the pedestal where ■ the 
Anklets where originally located. 
Drop down into a hidden chamber 
to find the doll, then use Eagle 
Mode to flly back out . But watch 
out fori those Fire Balls! 
They'll slcorch your rump! 



















































SELKIS BURROW RSST 

19. TROY JACOBSEN 

On the spiral staircase, throw a 
bomb at the wall section directly 
opposite the door that leads into 
the level. Hit the switch to lower 
a nearby step, then throw another 
bomb at the newly revealed wall. 
Hit that switch to lower ANOTHER 
step further back up the stair¬ 
case, blow up that newly-revealed 
wall and follow the passage. 


SELKIS PATH 

20, KURT PFEIFER ' 

As you approach the camel at 
the end of the level, fly 
directly up to a passageway a 
storey above that area which 
contains one of the last Team Dolls. 


KILMAAT ARENA 

23. BRIAN McNEELY b 

There is an invisible walkway 
directly beneath the walkway 
leading to King Ramses body at 
the end of the level. Fly down 
and collect the last Team Doll. 


SLAVE CAMP 

20. JOE KRESOJA ' 

In the room indicated (check 
the map) , throw a bomb at the 
ceiling over the square hole to 
open up a secret passageway. Fly 
up for your doll. 


After the bandaged 
freaks are yours... 

Remember that you have to col- 
|lect all the pieces of the radio 
transmitter in order to get to 
the 10th Team Doll as you escape 
the crumbling Tomb of Ramses. 
At 10 dolls you enable Dolphin 
Mode where you can swim fast and 
jump high out of water. At 14 
dolls you enable Eagle"’ Mode, 
which allows you to fly indefi¬ 
nitely by repeatedly tapping 
the jump button. And at 23 dolls 
you get. . . nothing (for now) . 
However, be sure to check out 
the 'Message From Lobotomy' for 
information on how you can use 
your Powerslave save game file 
with Powerslave 2. Good things 
come to those who wait... 


CAVERN OF PERIL 

21. PAUL SCHREIBER I 

Bomb the wall to the right of 
the camel at the end of the 
level. Then fly all the way back 
to the start and look for the 
bridge as shown in the shot 
below. Yes, my friends. Another 
mutated mummy... 
































RETRO: SUPER MARIO KART 






“ Pir: s, 

Another cool feature in MegaFan is a special Retro 
section where, every issue, an ‘Old School’ game of 
legend is featured and secrets are revealed that you 
may not have been previously aware oP. To kick start 
this section off, we’ve revived perhaps the best ‘fun’ 
racer of all time; Super Mario Kart for the Super NES! 
MegaFan wasn’t too thrilled with the 64-bit version 
of this classic, so we returned to 16-bit power to see 


whether the game was as good as we remembered 
it., and we had more fun than ever! Dig out your copy 
and race again; you’ll be glad you did! Finally, if YOU 
have any favorite games of yesteryear that you want¬ 
ed covered (for example; Sonic, Ghouls and Ghosts), 
then write in and we’ll take care of the rest! But for 
now, let us depart to the mode seven heaven of 
Mario’s Prst karting experience! 


Here is a little advice on how to 
get a fastest time on this track. 
Use Bowser or DK Jr. and be 
sure to get the turbo start! 


This first turn should be taken The following two turns are the Don't start skidding too early 


by skidding very close to the trickiest of the bunch, 
pipe. Make sure you straighten skid in the middle of the road and 
out onto the road, not the dirt, cut this first pipe ven( closely. 


here, because hitting the pipe 
can be quite ^Frustrating! 


The last turn isn’t too difficult. 
Just don’t skid too much 
because the dirt isn’t your 
friend here. The fastest time 
we have is 1:02:68. 


room right before the turbo 
jump at the end of the track. 


This will launch you over the 
finish line. Wheee! A really 
fast time and a cool catch up 
trick to the leader! 



This is the nastiest shortcdF in 
the game, if you have a feather, 
make your way to the finish line. 


Make a U-tum once you cross 
the finish line and make your 
way onto the chocolate gravel. 


Once you reach the fence,^|e Presto chango! You are now in 
your feather to jump over it. first place! 




This shortcut requires a 
mushroom. Use it at the end 
of the chocolate lake. 


This will launch your character if you aimed it right, your kart 
high into the air. Pull your ka,rt should hit another jump when 
to the right a little Wt^ ^ ^ *Ht lands. 


This last jump will launch you 
over the second fence and past 
the finish line 



































When you come down this 
straight track, line yourself up 
with the bridge ahead. Use 
your mushroom about five kart 
lengths before the jump. 


If it*s done right, you will be 
launched up and over to the 
bridge. 


You made It! Be careful not to 
fall off the edge here! 


At the edge of the lava use the 
feather. 


This one’s tough. With the 
feather in your hand, hit this 
turbo jump and turn hard to 
the left. __■ 


Don’t worry about falling off, 
because there is a lip that 
stops you! 


You will have enough momen¬ 
tum to make It to the next 
straight, avoiding a bend. 


Here Is a little piece of Info that you might not have realized was possible before. By holding 
down and pushing the action button, green shells can be dropped directly behind you. This is 
a very good defensive tactic when your opponent has a red shell. 


When coming down a long hallway and your opponent is behind you, try ricocheting the green 
shell off the wall in front of you so that it comes back and knocks out the guy behind you. ^ 


If you have a feather in your possession at the time you hit a 
banana, use it to prevent your kart from coming to a complete 
stop. You’ll spin but keep your momentum. 


^ One final piece of secret information we found: If you have a I 

„ I European (PAL) copy of Super Mario Kart, a convertor and an | 

American Super NES, you can play Mario Kart at Speeds i8% faster ^ I 
] 5 ^than normal!! This is due to the European Mario Kart being tweaked | 
g .Ito run at the same speed as the US version on the slower European ; f 
Ti|Super NES. The speeds reached are outrageous, but be warned; the SlS 
^^game can crash and corrupt, and overheat your machine! You have ij; 
si been warned! §i% 
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RETRO: SUPER MARIO KART 


























STARFOX 64- TRAVEL GUIDE 



correct way. When a level is accomplished 
successfully, you'll be given the option to pick 
which route to take next (if one is available), 
rather than automatically being transported to 
an undesirable planet. Any bosses which do not 
need to be encountered will not appear in this 
guide to the galaxy, so don't worry! 


Welcome to Megafan's 

Starfox 64 Guide to the Galaxy, where the richest of 
spoils are plundered for your gaming satisfaction. 
On the following pages, you will find the necessary 
requirements for completing each level the 


The Cornerian Solar System 



Unlike the original 
Starfox, you now have 
more chances to alter 
your course toward 
Venom. However, it's not 
as easy as pushing up or 
down at the map screen, 
or not as hard as finding 
a black hole in an lone 
asteroid. Still, it does 
require a degree of skill. 

Just to make things fun, 
try to accumulate a Gold 
Medal for each planet. 
To do this, you must 
reach a designated num¬ 
ber of kills for that plan¬ 
et. To add to the tricki¬ 
ness, your three wing- 
men must also survive 
the level. The rewards 
are extremely satisfying, 
as long as you have 
accomplished this on all 



15 planets. If you're truly hardcore, you'll complete all 15 planets a second time. You'll know what I 


mean once you've done it a first time. If you're truly faint at heart, haven't a clue on hardcoreness, or 


simply want all the surprises revealed, flip to the last part of this section for all the juicy details. 



Let's start off by saving Falco, you're 
gonna need him later. Try to time a 
bomb that detonates in front of Falco. 
The bogeys on his tail will run right 
into it, giving you an easy save. 


If you've made it under all the arch¬ 
ways, Falco will escort you through 
the Waterfall. 


Once you hit the lake area, fly under 
each archway. This will grab Falco's 
attention. Make sure to take out all 
the water droids, they're worth -i-3 Hit 
points. 


Defeat an old friend, and you've won 
th^ choice to advance to Sector-Y or 
Meteo. 


It's easier to reach 150 kills by using the New Lock-On fea¬ 
ture. Make sure to also take out all the large Red Mechs^ 
they're worth +5 Hit points each. 













COBtSs nnsatllotfl fftoir? EflacMliffl! 


m\mWi(iMnrr: 


"^Ihere's no requirements for this level, 
spijust relax, and enjoy the scenery. 
Jiy to take out all the clams, they 
fetch a healthy score, and they usual¬ 
ly reveal goodies. 


When you reach this area of the level, 
concentrate on hitting all the starfish, 
^btherwise they'll detonate right in 
front of you. Aside from having a 
tremendous blast radius, the damage 
they reap is just as hideous. 




¥7 


Use normal lasers to turn the liga- 
mfints holding the clam shell into a 
'^aihbow-like color. Once this is 
accomplished, blast it with a torpedo 
to vaporize it. 

Now, if you feel brave, simply position 
yourself directly in front of the main eye, 
and tap both the torpedo and laser but¬ 
ton while performing an in-place roll. 
This works all to well, and make this 
creature the easiest boss in the game. 


To help you reach the needed hit count for the gold 
niedal, destroy all the large bio-luminescent fish. Also go 
for each barnacle-based structure on the top shell of the 
boss. They're worth -f-3 Hit points each. 
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No mdtteir which route you take, it's possible to reach 150 hits. I've per¬ 
sonally done it using the route described above. It seems a bit easier, with 
much more opportunities for scoring multiple +Hits. 


lliere's only one requirement for this 
level, and yep, it's pretty hard. Just 
after the Checkpoint, you'll have to 
fly through a series of small rings 
which propel you faster and faster. 


Pass through all the rings, and you'll 
hit light speed. If you miss a ring, the 
^remainders will instantly vanish. Per 
chance this happens, and 1 guarantee 
it will, just scream ''Banzai!" collide 
with an asteroid or two and start fresh 
from the checkpoint. You did clear 
the Checkpoint didn't you? 


Hdld on to your space-briefs, there's 
too much good stuff in here. Too bad 
yotl can't take it all with you. 


Not only is it really easy to reach 200 
hits on this level using the warp, but 
it's also an excellent place to stock up 
when you're going for medals on later 
planets. 


Softer taking out the two squadrons 
ofiblue fighters, take the route above 
the^ space carrier from which they 
came. This is the only requirement 
for this level. 


Although you have the choice to pick 
your route when approach this large 
space station, it has no effect on the 
outcome of the level. 


the end of the level, you'll face a 
p^fe of simian-like mechs. Defeat 
and you'll be challenged by a 
lone white mech. Take your time with 
him, and let him land on the platform 
he first appeared on. Then nail him 
with a Bomb for an extremely easy 
kill. By the way, if you've ever won¬ 
dered what it's like taking out a 'Red 
Eye", now is your chance! Gundam 
Rocks! Uhh, we now return you to 
your regularly scheduled strategy... or 
something. 
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Remember that Fourth of July 
movie? Well, same deal here, stop the 
htige UFO from destroying (in this 
case) the pyramid in the middle of the 
play field. This is also the level where 
you meet your new friend Bill. 


Take out ten ships, and the mother 
ship will awaken. Watch out for BilTs 
squadron members, they're on your 
side! 


^you'll need to take out the four 
Ka%hes on the underside of the moth- 
-er^sliip. The sooner you do this, fewer 
enemy spacecraft will be deployed. 


^.^ soon as all four hatches have been 
^i?di^(hbled, you've got one minute to 
takiie out the core, or it's all over! 
Watch out for traffic! 



When going for a high hit count, try to hold off on 
destroying all the hatches at once; save one or two. This 
way, enemy spacecraft can still be deployed. Also, it's 
extremely helpful not to accidentally take out any of Bill's 
squadron members. The enemies will fly in teams of three 
and tail Bill's team members. Lock on and get an easy +2 
Hit points. 





Mf you're not powered 
up, take some time out 
t(jtscavenge around for 
energy. You'll also need 
to take out around ten 
enemies. 


Here comes Starwolf! 
Yep, it seems even the 
great Fox McCloud has 
enemies. 
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^^ch member of Starwolf 
HaSTheir own spite for your 
teaifn members, so get 
ready to do a lot of life sav¬ 
ing. As usual, you can 
count on Slippy the least. 

If too much time is wasted, 
a count down will begin, 
giving you one minute to 
destroy any remaining 
Starwolf members. Team 
Starwolf must be destroyed 
to successfully complete 
this mission. 


It really helps to become accustomed to using the scanner on any of the missions where you face 
Starwolf. When tailing an enemy, they'll usually try to loop behind you if you lock on to their ship 
and fire. Instead, take them out with lasers (blue ones do the trick best), but make due with what 
you have. 

























This is where you meet the pilot 
Kat, who just wants to help. To 
complete this level correctly, you'll 
need to destroy every search light 
you encounter. 


Miss one, and they'll all turn red. 
This is a no no. 


Because this boss can only be 
destroyed by bombs, you'll need to 
get some simply by shooting his 
projectiles. Once maxed out at 
nine, take out the exhaust pipes on 
either side of the big spiked ball . 
This will prevent it from diving. 


Uggh, it's that darned Kat again. 
She tells you she'll take the lights 
on the left, but don't get too com¬ 
fortable. You'll still need to pick up 
her slack, she's not a good aim. 


When you face the boss, you can 
destroy him in a special sequence 
which will prevent him from sub¬ 
merging and waving around that 
ball and chain. 



slow, destroy a cannon and the 
50]^will turn 180 degrees revealing 
^rane to repair itself. Three 
direct bombs to the crane will put it 
out of commission. 


D^troy the final cannon, and aim 
fqr the cockpit area just below 
^i^rhere the spiked ball was resting. 
The cockpit can be destroyed with 
lasers. 




Try to destroy every light, 
even the ones Kat tries to 
take out, they're worth +2 
Hit points each. Using the 
lock on technique is the 
only way to earn Gold here! 










Once you've managed to eliminate 
both arms, your next target will be 
his head. But beware, as soon as 
both arms are gone, he'll leap high 
into the air sending a huge wave in 
your direction. You'll need to boost 
past the apex of the wave to make it 
out without damage. 

When you face the boss, go straight 
for his arms. If you're low on life 
when you reach him, you may want 
to wait until he hurls rocks towards 
you and restock on life. Otherwise it's 
a long time between refills. 


Due to the heat, you'll need to con¬ 
stantly refill on life. Bill will try to 
help, but not for long. You need to hit 
the large rocks which leap from out of 
the ocean of lava. The flashing red 
rocks yield the best of items. Gold 
Rings and Life refills. 



Though only 100 hits are needed for the Medal, it's quite difficult because 
you're still pressured to maintain your constantly lowering energy level. 
It's best to reach this planet after stocking up in the Meteo warp zone. 
Passing through Katarina in one go is worth the trouble, because you'll 
come across Bill who will assist you later on Solar. Besides making it to 
Solar with blue lasers and nine bombs. Bill's help is quite a safety blanket. 


STARFOX 64- TRAVEL GUIRE 





























This level is pretty basic; save the 
Great Fox from being pummeled by 
an oncoming onslaught of missiles. 
It's the only (and most obvious) 
requirement for this level. 


The Great Fox will be attacked in 
three waves. The first wave is one 
missile, second wave two missiles, and 
the third wave being four missiles. If 
you met Kat earlier on Zoness, she'll 
lend a helping hand and take care of 
one of the third wave missiles. 


Sector-Z is easily the hardest level to score a Gold Medal for. It's best to 
make it to Sector-Z via the warp found in Sector-X. This way you won't 
encounter Kat, who will rob you of +10 Hit points when she destroys a third 
wave missile. You've got enough competition against Falco and Slippy who 
will also try to single-handedly take out the two of the third wave missiles. 
For extra hits, take out all the floating debris for +2 Hit points. You can also 
head in the the rear dock of the Great Fox for wing repair and full energy. 
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There's not much to worry about until you finally 
come upon the stage boss. It's a good idea to blow up 
the cargo trailer behind the main engine. 


To properly complete this level, you must set off eight 
switches which are placed on either side of the track. A 
simple shot fired anywhere on the numbered switch will 
set the flag to the right, and reveal a green light. Setting 
off all eight will cause the main switch box (which lies just 
past the eight switch) to open. Destroying the main switch 
box will cause the tracks to change, and alter the stage 
boss' heading. 


In this level, it is surprisingly easy to obtain the 
needed number of hits. Properly defeating the stage 
boss will award you +50 Hit points. To easily elimi¬ 
nate the large cannons on the tracks, just hit the 
white gas canisters hitched just before it for a huge 
explosion. 



































To gain access to Macbeth, you must 
hastily defeat the end boss. 
Otherwise, Slippy will try to get in on 
the action, and will get swatted away 
towards Titania which will be your 
next destination. 


When you hit these three markers, 
you'll be able to choose to proceed left 
or right. Head left, and you'll eventual¬ 
ly come across four large red squares. 
Hit them several times and they'll allow 
you passage to the other side. Clear all 
four and it's time to hit warp factor five! 


It's really difficult to take the warp, each of the four 
squares takes several hits. It's much easier to make it 
to Sector-X from Katarina with blue lasers. This way, 
Bill will show up to save the day and take your slack 
while you focus on more important things like those 
squares. If things look too close for comfort, launch 
a bomb. 
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Whether you lost Slippy or not, the Once all the limbs have been 

last boss seems to have grown quite removed, the l)oss' heart will expose 
attached to him. itself, giving you plenty of time to dig 

in! 


When trying to reach 150 kills, make sure to destroy all 
the large red land crawlers, they're worth plenty. Don't 
hesitate to use a bomb when you see too many enemies 
on screen, and not enough time to lock on. The level is 
riddled with bomb and ring power-ups so make good 
use of them. 
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The boss for this level is pretty tedious. 
It must be taken down in pieces. First 
Start with the pink energy discs, then 
the tentacles. Once this has recycled, 
the boss will begin to fire, giving you a 
chance afterwards to do some damage, 
then begins the vicious cycle. 


A helpful tip for reaching 300 hits 
is|to launch a couple of bombs into 
the space mine field you come 
across at the beginning of the level. 
It's easy to come out with 50+ hits 
every time! 






" Disregard the fighters, and let your 
wingmen handle them. Your main 
concern is taking out that shield and 
destroying the cylindrical structure it 
guards. 


Yqu'll peed^^put each of the six tow- 
e:r!5 ouf of commission to shut the 
shield down^"6nce down, more fight¬ 
ers will appear along with Starwolf, 
depending on which path you took, or 
if you didn't destroy them previously. 



To acquire 15Q kills, take out all the cannons that sur¬ 
round each of the energy towers. Once the shield is down 
and the central tower is up, take out all the flashing yellow 
blocks leaving only one. They're worth +10 Hit points if 
taken out early. Then focus on Starwolf. When Starwolf is 
out of the picture, milk as many fighters out as you can 
before finishing off the final yellow block. 
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you're lucky, you'll make it to 
stone ruin with blue lasers. 


When the large stone warrior 
jumps, he causes large sections of 
the walls surrounding walls to 
jump right out in front of your 
path. When this happens, hit the 
brakes and look for a way through 
the maze. 


Once inside, quickly lay into the run¬ 
ning stone warrior ahead. Upon first 
contact, aim for the smaller portions 
of it's body, saving the larger sections 
for later, as you won't get such oppor¬ 
tunities later. 


Uggh, just what you needed, another 
glorious encounter with the Starwolf 
pack! 


This level's just as tough as Sector- 
Y to score the proper number of hits. 
It's less nerve-wracking to invest the 
time in powering up your lasers on 
Area-6 before even heading to 
Venom-B. With blue lasers, it's 
much more painless to take out 
Starwolf fast. You must take them 
out quickly, while they're still worth 
+50 Hit points. Otherwise it's impos¬ 
sible to reach 200. 


Take care of business, which basical¬ 
ly implies hopping from wingman to 
Wingman saving them from a pursu¬ 
ing Starwolf member. Finish off 
Starwolf and it's off to see Andross. 







Here is Andross' basic pattern, he'll punch low with his left hand first. Then high with left hand 
again (watch out for his left on the way back, he's tricky). Now he'll follow it up with a low right. 



a hand clap that encompasses 
tljie center of the screen, a quick 
inhale finshied off with the fol¬ 
low-up exhale. 



Just for laughs, launch a bomb 
into Andross' mouth when he 
inhales! 
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Rather than going straight for the kill, stock 
up on supplies once Andross' hands are gone. 
Simply hold on to the brake button when 
Andross begins to inhale. Release it when the 
coast is clear, and start shootin' fer goods! 


If you'd like to have a little fun before you finish off 
Andross, tag him in the left eye. This will make him 
flinch an expose his right palm. Take out the right 
palm first, since this is the one he shoots from. Shoot 
him in the right eye and take out his left hand. 
When his hands are toast, aim 
for the eyes. 
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Once the fleshy material 
is gone, aim for the eyes 
on the robotic skull! 


If you make it here with blue lasers, 
this boss is truly a pathetic joke. 


This section is dedicated to the lazies up in the treehouse! Once you've beaten Starfox, try collecting the Gold 
Medals on all the planets. When this is accomplished, you'll be awarded with a few options. A Music player, 
the tank vehicle in VS. mode, and an Extra game in which Fox mimics his father and wears his sunglasses at 
night. Beat the Extra game which is the same 15 planets at a slightly faster pace with more enemies, and at 
a higher difficulty. So high, that one hit causes your wing to break. Acquire all Gold Medals in the Extra 
game and you've won a peachy title screen and the actual characters in the VS. Mode! Whoopee! 

StarFox 64 ends 
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First take care of Andross' heat seeking eyeballs (gross!). Next, you'll challenge the 
broin. It's surprisingly fast, and can easily become a nuisance to eliminate. Your tar¬ 
get is the little grey matter that it uses as it's second pair of eyes. However as soon as 
you face it, it turns to protect it's vital spot. To avoid being sucked in use this simple 
pattern, proceed head on and shoot the brain in the large pink area. This will cause 
it to teleport behind you. When this happens, immediately press down and brake to 
flip a U-turn. While U-ing, take a look at your scanner to check where exactly the 
brain appeared and make the necessary flight corrections. Now's your chance, blast 
away because the brain appears facing towards you. When the window closes and 

the brain 
resumes a 
defensive pos¬ 
ture, start the 
pattern over. 


When the 
brain is dead, 
you'll need to 
escape fast! 
Hold on the the 
boost button 
and follow 
Fox's good ol' 
pop to safety! 




























Listen up people, this here's Chief Hambleton, commandeering the 
Question and Answer section. After a hard day's carnage, there's noth¬ 
ing I like better than sitting down to read a little mail. And this is where 
you come in; MegaFan needs your thoughts, topics for discussion, opin¬ 
ions, questions, artwork, your best game times, wish-lists and any other 
interesting matter! There's a GAME OF YOUR CHOICE* for the best let¬ 
ter! Scribble something down and send it pronto, ya hear? 


Dear Q&A, 

Is there something wrong with the PlayStation? 
Several of my friends were complaining that the 
FMV movies and sound skipped constantly, even 
on a new game. I dismissed it at first, thinking 
that they just didn’t take care of their games. I 
even tried their games on my PlayStation and they 
worked fine. A few days ago, my PlayStation 
started acting up. Movies are now playing 
extremely choppily and music either skips or 
struggles and then doesn’t play at all. This 
shocks me because I take excellent care of all my 
stuff. My CDs are all flawless and the PlayStation 
looks like it was bought yesterday, is there some 
sort of problem with the PlayStation that Sony 
isn’t telling us? Have the staff at GameFan and 
MegaFan experienced similar problems? And light 
you could shed on this subject would be greatly 
appreciated. 

Jeremy Burgess 
j.Burgess@m.cc.utah.edu 


Dear Q&A, 

1) Is it true that Tekken 4 is 
coming out for the 
PlayStation 2 (or black 
PlayStation, white 
PlayStation or regular 
PlayStation - pick your 
choice!), and when? 

2) Will there really be a 
Saturn 2 version of Virtua 
Fighter 4? Give me informa¬ 
tion on this game! 

3) Do you think Midway 
will make money if they 
release Mortal Kombat 5 for 

the PlayStation and Nintendo 
64? Will there be such a 
game next year? 

4) Why does Namco keep 
making new Tekkens every 
year? For example; Tekken 
(1995). Tekken 2 (1996), 
Tekken 3 (1997), Tekken 4 

(1998), and maybe Tekken 5 (1999). Boy, Namco 
must like the PlayStation! 

Lindsey Davis III 
Maywood, IL 


CH: You say your PlayStation looks like it was 
bought yesterday; well, if it is actually a year old 
or less and you still have the correct documenta¬ 
tion, the manufacturer's warranty should cover it; 
check your retailer for further details. Failing that, 
try phoning Sony's customer care line (1-800-545- 
7669); they can solve any minor technical prob¬ 
lems you have with your machine. Regarding the 
particular problem mentioned; yes, MegaFan staff 
have experienced problems of skipping sound and 
CG cinemas, and this is almost certainly due to 
overheating (as we have the tendency to leave 
PlayStations running for hours on end!). The rem¬ 
edy? Not much I'm afraid; PlayStations that start 
to skip continue to worsen until they give up play¬ 
ing completely... but there is a way to prevent such 
a catastrophe; play your games for no longer than 
an hour at a time, and then take a fifteen minute 
break (with the PlayStation unplugged). 

Those hardcore gamers who simply laugh in the 
face of such a plan, require long exposure to 
PlayStation gaming and finally end up with a skip¬ 
ping PlayStation should try placing their 
PlayStation over onto the lid after the game loads 
(or even standing it on its side!); this seems to 
solve skipping... fora while. Finally, those with a 
spare screwdriver and no regard for their warranty 
and/or personal safety should do what Waka did; 
dismantle your PlayStation, remove the heat 
shield (er... a large metal plate) and fit a mini fan 
inside the unit! However, we'd NEVER recommend 
that sort of action; it could all end in disaster! 


Dear Q&A, 

Street Fighters has finally been released and it 
is one of the best games I’ve ever played. I like 
the new path that Capcom took by choosing all- 
new characters, except for Ken and Ryu. 

There’s the problem. Why didn’t they also • 
replace Ken and Ryu? I mean, come on now, any¬ 
body who can’t use them by now is an Idiot. They 
are exactly the same in all the Street Fighters 
which results in monotonous gameplay. Maybe it 
wouldn’t be so bad if they were toned down, but 
no, they’ve actually been improved upon again. By 
having no air blocks, people can use these charac¬ 
ters very cheaply and it angers me to see that 
Capcom isn’t aware of this. They’re the only char¬ 
acters in the game that have projectiles (Oro's stu¬ 
pid bubble doesn’t count). Again, this gives them 
an unfair advantage. 

In my opinion, it should not be a sequel if some¬ 
one who’s never played a game before can pick an 
old character and dominate the arcade by using 
the same tactics as before. These two characters 
totally offset the balance of the other characters in 
the game. Other than that problem, hats off to 


Capcom for making the best arcade game In a long 
time. 

Matt Puskar, PA 


CH: The mighty Ryu-san and Kenneth were kept in 
the game for two main reasons. First of all, the 
storyline demanded it. Secondly, if you think of 
Street Fighter, you think of Ryu first, then Ken sec¬ 
ond. The two characters are synonymous with the 
game itself, have been in every version of the 
game. Street Fighter without Ryu and Ken is like 
the X-Files without Scully and Mulder; the two 
biggest stars! Although Ryu and Ken aren't our 
favorite fighters (current tournament players 
choose any of the new cast... er, except Elena), 
they're definitely powerful dudes; but the main 
way to defeat these Vld School' characters is 
learn the tactics of the newcomers. Yun and Yang 
are particular favorites, and they go up very well 
against these two veterans. Anyway, what do the 
rest of you think? Ban Ryu and Ken? Or learn to 
live with them? Over to you! 


CH: A freak worm-hole in the space-time continu¬ 
um was obviously responsible for this missive. 
Unfortunately, I can only answer the questions for 
the year 1997, but I'll do my best... 

1) Tekken 4... hmmm. As development on Tekken 
3 for the PlayStation has only just started (Namco 
are hoping for a Christmas 1997 or early 1998 
home release), I can only speculate on the fabled 
Tekken 4. It is 75 years after the third Iron Fist 
Tournament. Heihachi is 151 years old, but ready 
to defend his zaibatsu to the last... again. Sony 
have talked about the PlayStation 2, but nothing is 
concrete yet. The 'black' PlayStation is a develop¬ 
ment system used by programmers. The 'white' 
PlayStation is a unit for Asia only. Hey, what about 
that 'blue' PlayStation?! That's my favorite! 

2) Okay! Here's all the Virtua Fighter 4 informa¬ 
tion I have. None! It hasn't even been announced 
yet! And neither has the Saturn 2! Are you crazy? 

3) Undoubtedly. But then. Mortal Kombat 4 has¬ 
n't been released yet, so I wouldn't hold your 
breath for MK 5. Perhaps it will appear... in ^999!! 
I'd rather get excited about Mortal Kombat 
Mythologies, myself... 

4) Er... nurse, the screens! 


Dear Q&A, 

I’m a fan of RPGs, and that’s the reason I’m writ¬ 
ing. I’m so fed up with all these RPGs on the 
PlayStation and Sega Saturn, but not on the 
Nintendo 64. Why did they have to make FFVII on 
the PlayStation? I’m starting to go mad waiting 
for the FF series to be on the Nintendo 64 (or some 
other game like Chrono Trigger)., so will there be a 
FFgame on the Nintendo 64 (or at least, another 
good RPG)? If so, please send me a list of all of 
them. 

Finally, should I get rid of my Nintendo 64 for a 
PlayStation (as it has loads of RPGs)? 

James (the Raygun) Deever, 

Topek, KS 


CH: Square chose the PlayStation because, 
according to them, their vision of the Final Fantasy 
series couldn't be done justice on the memory con¬ 
straints imposed by cartridges. FFVII on the 
Nintendo 64 would mean no FMV and less textures 
and backgrounds (apparently), so Square opted 
for the Sony route. Er... and of course, Sony may 
have paid them a huge great stack of cash for the 
move as well (er allegedly). 

Well, Mr. Raygun, for a RPG fan, you've certainly 
made an interesting purchase; you've gone fora 
system totally devoid of RPGs! Looking down my 
release of N64 titles, I see... erm... er... Zelda and 
Mother (both with no concrete release dates I'm 
afraid)! Even so, these aren't your traditional Wild 
Arms-fype affair; they're more action-orientated 
like Super Mario 64. The only 'traditional' RPG 
announced (aside from Namco's RPG which we 
know nothing about) is Imagineer's El Tale - 
scheduled for a late 1997 release... in Japan! 

So... there's no traditional top-down wanderings for 
the Nintendo 64 until at least 1998... James, I'd per¬ 
sonally hang onto your Nintendo 64 for the moment 
(there's some great games from other genres on the 
way!), but definitely consider a PlayStation... espe¬ 
cially after our MegaFan strategies! 


Your thoughts and opinions 
are very welcome! 
Please send your letters to: 


JVIEGAFAN MAGAZINE CHIEF CHAT, 
5137 CLARETON DRIVE, SUITE 210, 
AGOURA HILLS, CA 91301 

Alternatively, e-mail one of my minions (and 
mark your letter ‘Chief Chat’) at this address; 
dhodgson@metropolismedia.com 


I’ll return to my bulging sack next issue. 
Until then... 


*For the Nintendo 64, Sega Saturn or Sony PlayStation only. Current American release only. Please specify alternatives in the event that a game is unavailable. 
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MINI FEATURE; THE EGG-WATCH WITH ATTITUHF! 



attention - be prepared I 

to spend hours playing 
with, feeding, 

I cleaning up after, 

^ I generally just taking care 
of your Tamagotchi. 

Doesn’t sound like your 
^ I thing?That*s what many of us 
I here at MegaFan thought... 
until we tried it. Know this: In 
japan, Tamagotchi is incredi- 
~ I bly popular with all ages and 
I both sexes - many a business- 
. I man has been embarrassed at 

a board meeting when his 
i Tamagotchi started beeping 
I away at him! (I forgot to tell 
you about that; Tamagotchi 
beeps madly when it needs 
something.) 

I Bandai’s wacky new first 
I A/vl (White, Green, Yellow, 
m Pink, Purple, and the ^ 
sought-after 

Translucent Blue) Sj^S/t 
of Tamagotchi in 
RMHHBUthe US is available 
at all fine toy stores. You gotta 
reckonize the power! -z^Skoopz 


I bet you’re wondering what this page is 
doing in your new, shiny, economy-sized 
strategy magazine, seeing as mmmmmm 
how there’s very little strategy ^ 
here. Well... uh... I don’t have \ 

the answer for you either, but Vw 
we thought Tamagotchis were 
cool, so enjoy this page and 
shut up, OK? 

Now that introductions are WwaMM 
out of the way... If you’ve 

never seen a ^ 

^ Tamagotchi, many ^^ 

" * I of you are probably ^ 
^ # wondering “Hey! 

^ ^ What’s this fruity pas- 
\ tel-colored layout? ^ 

What are these ridicu- 
lous little blobs with eyes?” 

Leave it to the master 
2»Skoopz to provide you with I 
the answer: Tamagotchi are I 
little space pods that house a " 

living, breathing, virtual pet! 

OK, OK, so they are just a col- mpH 
lection of pixels on a tiny dot- 
matrix screen... but we can SBKSH 
prete nd, right?? 

|You^famagotchi will require constant 








The original Tamagotchi was first released in japan in late ’96, where it promptly started a craze. In February, when 
“Shinshu Hakken! (New Species Discovered!!) Tamagotchi” came out, the lines stretched for blocks. Bandai expects the 
same to happen when “Umi de Hakken!! (Discovered in the Ocean!!) Tamagotchi,” “Mori de Hakken!! (Discovered in the Forest!!) 

ISr Tamagotchi” and “Tenshitchi no Tamagotchi (Angeltchi’s Tamagotchi)” are released in the comi ng months. Bandai is also 
releasing a GameBoy version, “Game de Hakken!! (Discovered in a Game!!) Tamagotchi,” in July, and a cellular phone with built-,-^-^^""^ t 
in Tamagotchi functions called “Tamapitchi.” japan gets lots of Tamagotchi merchandise, too, ranging from “image” ^ ^ 

music CDs, stuffed animals, pens, notebooks and the like to the candy, strategy guide and, er, underwear shown here. \ ^ 
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Original 


linshu Hakl^n!! 


Tenshitchi no 


Tamagotchi 


Tamagotchi 


Tamagotchi 


Tamagotchi 


It all begins here. After 
five minutes, Tamago will 
hatch into Babytchi! 


Babytchi requires con¬ 
stant attention... have; 
hour to spare, at least. 


After a little while, 
Babytchi will become 
Marutchi. 


If you treat your Marutchi 
right, in 2-3 days it will 
become Tamatchi. 


f qrtjq'l Cnf 

If you treat your Marutchi 
just OK, in 2-3 days it will 
become Kuchitamatchi. 


In 4-5 days your Tama¬ 
gotchi will grow up. Ma- 
metchi is the #1 Adultchi, 


If you treat your pet well, 
but aren’t a maniac, you’ll 
likely get Ginjirotchi. 


Masukutchi is a mid-level 
Tamagotchi. It wakes up 
and goes to bed late. 


jSuCnlfq'j'Cill 

Kuchipatchi is also mid¬ 
level. It’s considered to 
be the main character. 


f eft' qKjryCht 

Tarakotchi is weak and 
selfish. If you treat ypur pet 
badly, this is what you get. 


Nyorotchi is the most 
sickly Tamagotchi... it 
won’t live very long. 



mW'‘ 
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Umi de Hakken!! 

Tamaaotchi 

Tamapitchi Cellular 

Phone 

• i 
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Reach us 
online at: 


www.gexpress.com 
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US PlayStation Titles 


U.S. Saturn Titles 


Clay Fighter 33 1/3 
Dark Rift 
Hexen 

Int. Superstar Soccer 
Mission Impossible 
StarFox 64 
War Gods 
FI Pole Position 
Lamborghini 
Robotron X 64 
Top Gear Rally 
Golden Eye 007 
Robotech 
Tetrisphere 
Bomberman 64 
Blade & Barrel 


Ninja 

QAD 

Coliiderz 

Dungeons & Dragons Coll. 
GT Football 
Red Asphalt 
Treasures of the Deep 
Spawn 
Tobal No.2 
Rnal Fantasy 7 
Moto Racer 
Castievania X 
Bushido Blade 
Critical Depth 
NHL Breakaway 98 
Abe’s Adventure 


Magic Knights 
Duke Nukem 3D 
Legends Football 97 
NINJA 
VR Baseball 
VR Pool 
Dragons Lair 2 
I Lunar 

I Quake 

I Resident Evil 
I Shadoan 

Icapcom Collection 
I QB Club 98 
I Fighting Force 
f Wild 9 
j Virtual Pool 


Nintendo 64 Titles 


PlayStation Titles 


Saturn Titles 


Runabout 
Tobal 2 

Final Fantasy Tactics 
Samurai (R.P.G.) 

Brigandine 
Armored Core 
Ghost in the Shell 
Saga Frontier 
Tales of Destiny 
Gundam (Battle Master) 
Zero Divide 2 
Mad Stalker 
Dragon Ball GT 
Ace Combat 2 
S.F. Collection 
XMen vs. S.Fighter 
Metal Gear 


Blade & Barrel 
Body Harvest 
Buggie Boogie 
Dual Heroes 
Go Go Troublemakers 
GoemonS 

Holy Magic Century 
Kirby’s Air Ride 
Mother 3 
Rev Limit 
Robotech 
Sonic Wings 
Sumo 64 
Yoshi’s island 64 
Zelda 64 
VR Golf 


XMen vs. S.F. 
Fake Down 
D-XHird 
Macross 
Wakuwaku 7 
Last Bronx 
Thunder Force 
Virus 

Anarchy in the Nippon 
Langrisser IV 
Buikslash 
Grandia 

Groove on Fight 
Shiekryu 

Lunar Magical School 


SEGA SATURN 

Domestic: 

Shockwave Assault .... $19.99 

Star Fighter .19.99 

NHL All Star Hckey.14.99 

Corps Killer .19.99 

Wing Arms .29.99 

Gun Griffon .29.99 

Impact Racing .19.99 

Romance IV (Wall of Fire) 29.99 

Centering Boxing .29.99 

Striker 96 .19.99 

Revolution X.19.99 

Import 

V.F Remix. 

Shin Shinobi Den 
Vampire Hunter 
Virtual Hydiide . 

SEGA CD: Unit 1 w/5 games included or Unit 2 w/ Sewer Shark $29.99 
Call for complete selection of Jaguar CD, VBoy, Game Gear, SNES, Genesis, NES 


CS®^@[}QgiQ[iD@8 Many Figures available 
including Tekken 2, Final Fantasy VII., 

VIrtua Fighters (7 pc.) $19.99 set, Tobal No.1 

(6 pc.) $19.99 set 

Tekken 2 (Set A or B) $24.99 set; 

Magic K. Ray Earth Petite Figures $19.99 ea. 
Sailormoon, DBZ Ranma 1/2 
$14.99 ea. 

Color- Black & White 
Size- Sm, Lg, XL 
Designs - Assorted Designs 

©silp©®0DQ ODQoDsaiTaOQooD ©<o)®fe 


In the Hunt . 

Darius Gaiden . 

Legend of Astal . 

Toshinden S. 

Dark Legend . 

Shinging Wisdom .... 

S.F. Movie. 

Fatal Fury 3. 

KOF 96 w/Ram cart .. 
KOF 95 w/Ram cart . . 
Real Bout Fatal Fury 
Fighting Viper (w/pepsi man) 
Gundam Side Story II . 


SONY PLAYSTATION 
Domestic 

Legacy of Kain .$39.99 

240 Block memory card . 39.99 

120 Block memory card . 29.99 

Descent.19.99 

X-Com.29.99 

NBA Live 96 .19.99 

Project Overkill.19.99 

Machine Head .19.99 

Return Fire .29.99 

Loaded .29.99 

Worms .19.99 

Import 

Samurai Shodown III ... $29.99 

S.F. Movie.19.99 


514.99 N64 

29.99 Wonder Project J 2 w/mem card .$49.99 

39.99 Mario Kart 64 . 59.99 

39.99 




|LC207| 


|LC166| 


For Ordering: 
(212) 290-0031 
Dealer Hotline: 
(212) 290-0425 
For Fax Orderl/^ 
(212)290-0432 
Visit Our Mega 
Showroom at: 
126-128W.32ndSt. 
NewYork, NY 10001 , 

L.l. Showroom: 

167 Glen Cove Rd. V; 
Carle Place, NY 11514 
Tel. (516) 2484911 " 

Fax.(516)24a4913 


Assembly required for most kits. 


$19.99 ea. ‘Painting may be required. 
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SEGA SATURN 
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Game Cave is the first ever full-scale import game and related mer¬ 
chandise center. You’ll find the latest import games for the Sony 
PlayStation. Sega Saturn and Nintendo 64, a complete line of domes¬ 
tic games, resin kits, related toys, game music, wall scrolls, apparel, 
anime, and peripherals all under one roof. When you call Game Cave, 
you’ll be greeted by one of our many expert sales people eager to 
assist you with your needs. Leave those busy signals behind! Our state-of- 
the-art phone system assures unparalleled customer service. Our goal is 
your satisfaction, each and every time you call. Bottom line: We want 
your business! Cali Game Cave today! i ll 


GameCave’s 
Company of the Month 




Cave's amazing Square Soft products ! 


Final Fantasy VII 
Original 4 Disc 
Music CD 




FF Lave Witt Eraiv Music 


JChrana Trigger Music 


Game Cave has chosen SquareSoft as “The Company of the Month". Since the release of "RAD RACER" SquareSofts very first title, 
gamers have continually been amazed by the ingenious creations from the masters of brilliant games. Square further proves their 
unparalleled skill with the release of Saga Frontier, square's colossal seguel to Romancing Saga # 3. Call Now to order any of Game 






































































Yuke Yuke Trouble Maker 



Enix and Treasure join forces to bring you an animated world 
beyond any SGI wonder ever witnessed. $97.95 



The mystical ninja returns with friends, in what may be the 
most extravagant Nintendo 64 title yet. Goemon in a 3D roto- 
scope world, what the heck else could you ask for? $97.95 


We have all followed Yoshi through his many adventures, but 
nothing could ever prepare us for what we our about to wit¬ 
ness. Purchase this miracle in June! $97.95 


4i|||fiiteiiilo Video Gamee 



MULTI RACING CHAMPI¬ 
ONSHIP 3D rally racing 
arcade style brought to your 
home for the first time. 
$97.95 


BOMBERMAN 64 The little 
bomber that brought us all hours 
of addictive puzzle-solving may¬ 
hem, enters a new world this 
summer. 4 players at a time! 

Oh my God. $93.95 


POWERFUL PRO BASEBALL 

Remake of the ever popular 
baseball series comes lo the 
Nintendo64. Realtime 
physics give you the true 
feeling or the sport. $93.95 


SONIC WINGS ASSAULT Video 
Systems amazing Sonic Wings over¬ 
head shooter series has hit both the 
Neo^eo and Saturn thus tar. Nothing 
can prepare you for the arrival of this 
Nintendo 64 assault $97.95 


Turok Enter a prehistoric 
world where time travel is a 
reality. The most realistic 
atmosphere ever produced 
in a video game. $74.95 


BLADE AND BARREL Nintendo’s 
first attempt at a 3D sim shooter 
with a 4 player option is a suc¬ 
cess. Apot^pse Now revisited 
on the Nintendo 64. KILL! CALL 


Staifii Witt Ciilriller 

Special Offer! Get the highly anticipated StarFox and 
A controller for one low price! 



Experience the revolution 4 fold, four 
crafts at a time! StarFox N 64 with ^ | X 
jolt pack and gray Nintendo 64 con- I w 
troller, all for one absurd price. $149.95 value 



GOLDENEYE The first 
movie-based title to ever 
truly succeed. Corridor fans 
prepare to be amazed. 

CALL! 


J-LEAGUE SOCCER Absolutely 
the best soccer game on any sys¬ 
tem ever available. Over 17,000 
animation’s for 256 Japanese 
players. SCOOOOORE! $93.95 


ZELDA 64 Do you own a 
Nintendo 64 system ? Do 
you not own Zelda 64 yet? 
Have you lost your mind? 

CALL! 


DORAEMON Based on one of 
Japan’s most lovable anime char¬ 
acters comes a 3D Mario-esque 
style action game. Choose from 1 
of 5 different characters $93.95 



dane & MKie CD Pitt. 

Secret Of Mana 3 


MISSION IMPOSSIBLE 

Coming to a system near 
you.The recreation of the 
blockbuster movie, literally 

CALL! 


KING OF PRO BASEBALL 

Packed with features like 
crazy human-like facial 
expressions, custom train¬ 
ing modes and an unparal¬ 
leled 4 player option. 
$84.95 




REV LIMIT The most fre¬ 
quently asked about 
Nintendo 64 title ever!!!! 
INSTOCK NOW!!!!!!! 
CALL! 


DUAL HEROES Hudson takes 
time away from BomberMan, 
to bring you quite possible 
the most visually impressive 
fighter of our time. CALL! 


WILD CHOPPERS The most 
realistic flight control ever to 
hit home. Military action 
and bullet carnage galore. 

$97.95 


BLAST CORPS We have all 
wanted to mow down whole 
cityscapes in massive vehi¬ 
cles of destruction, right? 
Here is your chance. CALL! 


The top selling SEAM RPGS of all time with musical score 
included. Secret of Mana 3 SEAM with Secret of Mana 3 
original 3 CD soundtrack. Get the whole package for only 
$129.95 ($164.95 value) 



CREATION OF HEAVEN AND 
EARTH Tenchi Sozo has been 
one of the most sought after 
RPGs for years. Live the magic 
now, only at Game Cave. $69.95 


ROMANCING SAGA 3 The pre¬ 
lude to Square’s up and coming 
epic RPG: Saga Frontier, still 
remains in the elite group of 
historic SEAM RPGs. $69.95 


STAR OCEAN The last Enix 
title produced on a 16-bit sys¬ 
tem. 32 megs of pure equal¬ 
ized sound and hard hand 
drawn graphics. $94.95 


FRONT MISSION The (I haven’t 
slept for 3 weeks, because of 
this insane game I just pur¬ 
chased) isometric strategy RPG 
from Square. $79.95 _ 


TALES OF PHANTASIA 

Namco’s first and only RPG 
ever released, with one of the 
most interesting battle modes 
ever produced. $79.95 


DRAGON QUESTS 

Considered on of the most 
highly regarded RPGs in 
Japan, reprised to perfection. 
ENJOY! $74.95 


Open 7 -Days A Week Monday thru Friday Sam - 7 pm Saturday & Sunday 8am - 5 pm PST Visit Dur Web Site: wi/i/vi/v.gainecave.cam- 


SPECIALS ARE LIMITED JO STOCK ON HAND. AND IN MOST CASES QUANTITIES . . 

ARE LIMITED. ARTWORK COPYRIGHT THEIR RESPECTIVE COMPANIES. ALL tlMFO 
RIGHTS RESERVED. IMPORT PLAYSTATION AND SATURN GAMES ARE NOT - m mm ir 
COMPATIBLE WITH NEWER SYSTEMS, CALL FOR INFO. SHIPPING AND HAN- LMltlMZ 
DLING ARE EXTRA CALL FOR CURRENT PRICES. PRICES ARE SUBJECT TO 
CHANGE WITHOUT NOTICE. RETURNS ARE SUBJECT TO A RE-STOCK FEE -- 


1 - 810 / 330-1300 

—^^ Call Tall Free, Far Orders aniy: 1-808/GameCa\/e C.O.D. \t 
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MARVEL 
HEROES 

Capcom’s most sought 
after fighter hits home. Arcade quality exact, 
with sound effects, graphic superiority and BGM right out of 
the coin-op cabinet. ENJOY ! $79.95 



RachMan 


ROCKMAN X 4 

With a history of 24 games 
metallic mascot couldn’t possible have any other surprise: 
under his sleeve. THINK AGAIN!!! $79.95 


DRAGON BALL GT 

When one of the most popular anime series followed all 
around the world becomes an astonishing 3D polygon one on 
one fighter, what do you get? Complete and utter Dragon Ball 
Armageddon. $74.95 










TIME CRISIS The game that 
killed Virtua Cop 2. With 
multiple paths of play and 
bosses only present in the 
home version this oame is a 
must-have title. CALL! 


BUSHIDO BLADE 

SquareSoft, the masters of 
innovation, do it again with the 
most unique fighting game 
engine ever created. $74.95 


ALUNDRA From the creators 
of the original LandStalker a 
miracle has come forth. 

$79.95 


METAL GEAR The only title that 
can slaughter what is already 
dead. Sorry Resident Evil, 

Metal Gear has arrived with a 
horrific vengeance. CALL! 


MACROSS DIGITAL MISSIO 

Macross fans, strap yourse 
in and prepare for the best 
Macross valkyrie sim to 
date. $69.95 


SANGOKUMUSOU Kings of 
strategy (KOEI), amazecTus all 
this year with me title that came 
out of nowhere. Sangoku 
Musou can easily hold its own 
against Soul ana Tekken. $69.95 


TALES OF DESTINY Fashioned 
after the unbelievable Tales of 
Phantasia for SFAM comes 
Destiny. Absolute rendered 
RPG heaven. $74.95 


RAYSTORM The best shooter 
ever made!!! Do you own a 
PlayStation that plays imports- 
Buy this title NOW! $69.95 
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TOBAL 2 SquareSoft is completely out of control. What’s 
their secret? Tobal 2 makes Tobai No. 1 look like it was 
made 10years ago, literally!!! Tobal 2 import PlayStation 
with Tobal 2 original music CD $ 109.95 


GUNDAM THE BATTLE MASTER 

When was the last time you played 
a fighting game with characters so 
huge they didn’t fit on screen. 
Introducing the master,the 
Gundam Battle Master. $74.95 


FIGHTERS IMPACT Uses FX-1 
arcade board to give absolute 
coin-op quality right at home. 
The closest thing to Virtua 
Fighter 3 in your living room. 
12+ characters. $79.95 


FINAL FANTASY TACTICS 

SquareSoft conquered isomet¬ 
ric strategy with Front Mission 
on SFAM. With Tactics they 
have reached perfection. CALL! 


the best mech fighter next to 
Cyberbots. $79.95 _ 


own 

masterpiece. Final Fantasy 
VII. Their efforts, a success! 

CALL! 


VMX Racing reigns as the 
most realistic moto racing 
game to date. Eat mud on a 
cracker. $49.95 


GHDST IN THE SHELL IMPDRT PLAYSTATIDN 

Sony computer entertainment is on a roll. Arc the Lad, 
Popolocrois, Alundra, Crash Bandicoot, Gunners 
Heaven, Crime Crackers, Wild Arms and now “Ghost”. 
Can these guys do no wrong? NOPE. SPECIAL: 
Comes with original anime music. $94.95 


c; 


masters of shooters, come on 
strong with their first RPG. 
Believe it or not FF7 may have 
some competition. Amazing!! 


ARC THE LAD 2 Part lor 2 
will never see a US release. 
Experience the best SCE RPG 
next to Wild Arms. Comes 
with free translation. $64.95 


X2 Absolute side scroll, all ren¬ 
dered, SGI, maddening, multi- 
jointed, rotoscoping, finger 
crushing, shooting manifesta¬ 
tion. ENJOY! $79.95 


WAKU WAKU 7 

This animated comical 
fighter is perfect psychotic 
brilliance. $79.95 


Banpresto nails it again with 
one incredible side scroll 
action fighter. 

Coming soon!!! $79.95 


EVIL CASTLE DRACULA X 

The bloody Nosferatu returns 
bringing pure pain to ali that dare 
play. Take on the Metroid-like 
game design. It’s is a given. If 
you’re a gamer you own it. _ 


ACE COMBAT 216 different air¬ 
craft, over 30 different stages, 
pumping surround sound and 
human targets. $79.95 


SPECIALS ARE LIMITED TO STOCK ON HAND, AND IN MOST CASES QUANTITIES 
ARE LIMITED. ARTWORK COPYRIGHT THEIR RESPECTIVE COMPANIES. ALL 
RIGHTS RESERVED. IMPORT PLAYSTATION AND SATURN GAMES ARE NOT 
COMPATIBLE WITH NEWER SYSTEMS, CALL FOR INFO. SHIPPING AND HAN- 


Stoftwirii 


Everuthinq far the gaming enthusiast! 


DLING ARE EXTRA. CALL FOR CURRENT PRICES. PRICES ARE SUBJECT TO 
CHANGE WITHOUT NOTICE. RETURNS ARE SUBJECT TO A RE-STOCK FEE. 


























































































The 

eagerly K 
awaited 
RPG 
arrives 

on the Saturn. All beautifully hand drawn 
characters emerge in wondrous textured 
polygon worlds. $69.95 


Pure fighting brutality, polygon style. Arena 
surrounding, heavy hit multiple camera 
repeats, and metal pipe to skull pounding 
action, make Bronx a sure purchase. $69.95 


You have called 1,000,000,000 times on 
this game. Now buy the game and beat the 
hell out of each other. THANK YOU. CALL! 












Game & Wall Scroll 


Witness the Samurai clan in their first ’ * ' 
ever RPG. Packed full of hellacious monstrosities 
and rnelanornic questing. SPECIAL: Comes with 
Samurai Shodown RPG original music cd. $104.95 


Info 

Line: 


Open 7 Days A Week. Monday thru Friday 8am-7pm, Saturday & Sunday 8am-5pm PST 


t-ata/asa-1300 


Visit: Our Web Site: ht:t:p:/wvvw.gamecave.cam Call Tall Free^ Far Orders aniy: l-BBB/GameCai/e 


MAGIC KNIGHT RAYEARTH 

All handrawn art and special 
effects not yet seen on the 
Saturn, with a musical score 
straight from the anime. 
Passing up this title would be a 
mistake. CALL NOW ! $69.95 


Z-GUNDAM Just another notch 
in the Gundam success belt. 
Highly rendered cels amongst 
a ballistic side scroll action 
battlefield. $69.95 


KY TARGET The direct port of 
le mind-boggling arcade 
lachine hits the Saturn. This 
ime will make you think twice 
)out your negaiive comments 
1 Saturn’s, 3D engine. $69.95 


SHINING THE HOLY ARK The 

genius individuals of the Sonic 
Team in Japan decided to cre¬ 
ated a 3D corridor RPG like no 
other. $64.95 


SKULL FANG Choose from 4 
different pilots in the most 
amazing rendered overhead 
shooter to date. $69.95 


ANARCHY IN THE NIPPON 

Developed by the top 4 Virtua 
Fighter champions in Japan. 

3D polygon fighting created by 
the masters of the sport. $69.95 


-XHIRD The Saturn’s been 
essed with Takara's all new 
jhting masterpiece. Free 
lovement, polished combo sys- 
m and gothic theme all make 
r a titillating package. $69.95 


FAKE DOWN Enter a 3D action 
world brought to you by the 
creators of the most highly 
regarded animated film in 
Japan, Akira. CALL! 


UNAR MAGICAL SCHOOL 

rom the world of Lunar 
ames yet another RPG 
xtravaganza. Lunar fans 
jjoice! CALL! 


WAKU WAKU 7 Sun Soft 
steals the show with this one. 

1,000 times better with unpar¬ 
alleled animation and gadgetry 
gags galore. $69.95 


WINKLE STAR SPRITES 

'arodius-esque style competi- 
ve overhead shooter, 
apanese cartoony shooter, 
etris style. CALL! 


KING OF FIGHTERS ’96 With 
more fighters than any other 
2D fighter and custom team 
edit, KOF ’96 is a must-own 
title. $ 59.95 


SHIEKRYU The best Japanese 
coin-op overhead shooter to 
reach a home console thus 
far. Shooter freaks prepare 
to trip. $69.95 


BREAKERS Visco and SNK 
team up again to bring all 
fighting addicts their newest 
fix. CALL! 


DRAGON BALL Z LEGENDS In 

your idle time until the release 
of Dragon Ball Z GT, give the 
next best thing a shot, millions 
of others have. $64.95 


CHAOS SEED With what appears 
to be a battle engine similar to 
Chrono Trigger, Chaos Seed 
should provide us with long hour 
of RPG bliss. $69.95 


TIME BOKAHAN Animated 
overhead shooters with that 
lovely Parodious-esque look are 
few and far between, until now. 
$64.95 


MARIA This Christmas a vis¬ 
itor is coming. Be warned, 
Maria has over 4 different 
personalities. 

PREBOOK NOW! _ 


YBERBOTS Capcom throws Zero 
ouki Full Metal Madness right in 
Dur face with their version of 
treet Fighter mechanization. 

EGULAR $64.95 BOX SET $84.95 


FATAL FURY REAL BOUT SPECIAL 

The return of the Bogard family 
and friends is absolute insanity. 
Enhanced backdrops and added 
character animations make this 
a winner. $69.95 


BAROQUE 

And you thought Kowloon’s Gate 
was weird. Welcome to Baroque, 
the most surrealistic game ever 
produced. Dali and Giger would 
be proud. $69.95 


SAMURAI SHODOWN 4 An 

absolute®* &#"?!# blood 
bath. All followers of the 
Samurai series must own this 
4th installment. $ 54.95 


Lil3ifLlIliail3.i LLLUIS 


Si 


With the immense amounts of record-break¬ 
ing cinematics added to Macross Saturn, a 
two disc set was inevitable. Most likely the most antici¬ 
pated 2D shooter of our time! 

SPECIAL: Game with Macross Plus vyall scroll $87.95 































































Surround yourself with insane anime and game related 


wall scrolls. Complete your favorite series collection, 
Game Cave carries multiple scrolls from your favorite 
series. ENJOY! ALL SCROLLS $ 24.95 each 




for the gaming enthusiast 


Hobbies 


IVIusic 
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RESIN KITS: (ALL RESIN KITS UNASSEMBLED AND UNPAINTEC 


EVIL CASTLE DRACULA X 
ORIGINAL CD Ethereal Gothic 
sounds straight from the most 
amazing action game this year. 
Turn the lights off, light some 
candles, pull out some patchouli 
and ENJOY! $39.95 


Simply brilliant! The first game 
based music CD to truly sound 
like a theatrical major motion 
picture soundtrack. Bwidi - 
Bwee-Bwee!!! $44.95 


Buy any two SquareSoft music CDs 


Game Cave carries a large line of import anime and game related 
original and arranged music CDs, for the true (“I must have 
everything”) industry addict. CDs range from $19.95 - $64.95 

Buy any two SquareSoft music CDs and receive $ 5.00 off your 
order. Restrictions apply. 


Game Cave carries a large, diverse line of con¬ 
trollers and other enthusiast peripherals for the 
gamer that must have that full gaming experience.: 


Everuthini 


SPECIALS ARE LIMITED TO STOCK ON HAND. AND IN MOST CASES QUANTITIES 
ARE LIMITED. ARTWORK COPYRIGHT THEIR RESPECTIVE COMPANIES. ALL 
RIGHTS RESERVED. IMPORT PLAYSTATION AND SATURN GAMES ARE NOT 
COMPATIBLE WITH NEWER SYSTEMS..CALL FOR INFO. SHIPPING AND HAN¬ 
DLING ARE EXTRA. CALL FOR CURRENT PRICES. PRICES ARE SUBJECT TO 
CHANGE WITHOUT NOTICE. RETURNS ARE SUBJECT TO A RE-STOCK FEE. 


SUIKODEN : DEMON CENTURY 

Hitoshi Yoshioka brings us an 
amazing anime film, based on 
the insatiable novel "The Water 
Margin.” Full bore Neo Tokyo 


GOLDEN BOY VOLUME 2 

When the mob bosses daughter, 
Naoko, starts flirting with Kintaro, 
all hell breaks loose as Kintaro is 
set up by Naoko. $29.95 


VAMPIRE HUNTER: THE ANI¬ 
MATED SERIES The evil bam- 
phomet clan join forces in their 
first ever animated movie. 
Watch Donovan and Demitri 
battle It out cel style. $89.95 


KIMERA 

Enter a world where vampires 
walk the earth, and the intimate 
confliction between Oxuma and 
Kimera’s soul will determine 
the fate of our world. CALL! 


BLUE SEED SEA DEVILS 

Your curiosity about what evil 
lurks below the crashing waves 
of the Bering sea is about to be 
satiated. Welcome to your 
nightmare. $29.95 


KHAN SUPER SESSION 
SOUL EDGE CD $39.95 


PERSONA ORIGINAL 
MUSIC CO $44.95 


STREET RGHTERANIMATEO 
MOVIE VOL. 2 $39.95 


HEW. 

INK WASH 
DESIGN 

6QR0I 

GORO! Resin kit 
comes fully 
assembled and 
painted, stands a 
towering 11”x13” 
over a $199.95 value 
(Includes stand) 


EVANGEUON 
SERIES RESIN 
KTTS Small 
Evangelion kits 
8-1/2 inches 
tall, (ionstructe 
with poly-rosin 
Comes paintec 
and fully asserr 
bled. Sold in 
Japan for 
$2(X).(X) 
$ 84.95 STAND 
NoriNOJUDa) 


UNIVERSAL STEERING 
WHEEL (PLAYSTATION/SAT- 
URN/NINTENDO 64)$79.95 


NAMCO PLAYSTATION 
NEGCON ANALOG CON¬ 
TROLLER $44.95 


NAKI PLAYSTATION USER 
LUNAR LIGHT GUN $49.95 


NAKO RURU WITH 
MAMAHAHA 
HAWK SIDEKICK 
$ 89.95 


HORI PUYSTATION 
FIGHTING STICK $44.95 


PLAYSTATION HOR110 BUHON 
FIGHTING COMMANDER 
CONTROLLER $39.95 


GHOST IN THE 
SHELL WITH 
BACKGROUND 
$ 99.95 


OH MY GODDESS 
$ 79.95 


BIOHAZARD ORIGINAL FINAL FANTASY VII 
CD $24.95 4 CD SET $59.95 


ORIGINAL CD $19.95 


MACROSS 7 ACOUSTIC CHRONO TRIGGER BRINK SAMURAI SPIRITS RPG 
FIRE CD $24.95 OF TIME CD $24.95 CD $44 


MOBILE SUIT GUN- RANMA 1/2 NEW STREET FIGHTER 
DAM WALLSCROLL SUMMER DESIGN CHUN LI 

WALLSCROLL .. 
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EVANGELION 
DESIGN # 1 
WALLSCROLL 


EVANGELION 
DESIGN #2 
WALLSCROLL 


EVANGELION 
DESIGN #3 
WALLSCROLL 


Anime 


AHENTION MANGA FREAKS 
AND INDUSTRY ENTHUSIASTS! 

Wfmm 

Game Cave carries a vast collection of all the new and classic anime 
titles. Add some bulk to your collection with the purchase of any of 
our amazing films. Buy any 3 anime titles and receive any other title 
for just $4.95. (Imports excluded) 
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AMORU OSHII'S GHOST IN THE SHELL SPECIAL 

lost in the Shell original soundtrack with “new design” wall 
roll. $50.00 value $34.95 



CnZ starter Kit 


GetTlie 
System. 

Controllerfames 
Laminate Poster! 


SNK FAN’S NEO-GEO CDZ STARTER PACK: Start off your new 
mega system right with Game Cave’s special starter CDZ package. 
Includes Neo-Geo CDZ system with Samurai Shodown III, King of 
Fighters ’96, Neo-Geo CDZ control pad, and King of Fighters ’96 
laminate poster. ($630.00 value) $589.95 


Yuke Yuke Trouble Maker 
I\lintenda64 Pack 



JKE YUKE TROUBLE MAKER NINTENDO 64 PACK 

jnstar Heroes, Alien Soldier, and Dynamite Heady go 64. Treasure’s first 
le for the Nintendo 64 is a Feline Fantasy. Get this miracle title and a 
ntendo 64 color controller of your choice. $127.95 ($144.95 value) 



RacKMan X4 


ROCKMAN POSABLE FIGURE 

ROCKMAN FANTATiCS SPECIAL 


RockMan X4 import PlayStation with 
Rockman posable figure $99.95 



fhe Best RPG 
^*&#?!# Made 
mpart 


randia for 
nport Saturn, 
lusic CD 
0 wallscroll, no 
Decial art booklet 


0 

I 
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hy is 
special??? 
uy 


SaUur Maan Scout Resin Kits 



Sailor Moon kit #1 Sailor Moon kit #2 Sailor Moon kit #3 


Package Special 

SAILOR MOON FANS REJOICE! SCOUT RESIN KIT SPECIAL 
PACKAGE: Choose any three Sailor Moon resin kits for one insane 
price. All scouts available. Choose any 3 from our collection for 
only $139.95 ($250.00 value) 


Crying Freeman Anime 
Series Special 



CRYING FREEMAN CUSSIC ANIME COLLECTION 

Get the whole anime series collection, all 5 volumes for only 
$59.95 ($124.95 value) 


KATSLIHIRO OTOMO's 
Ahira Freaks Special 



Akira special limited edition collector cards box set with spe¬ 
cial numbered card included, plus Akira Symphonic Suite 
music CD. $54.95 ($84.95 value) 


Super Maria IMintenda E4 
T-Shirt Special 3 Pack Offer 



Package Special 

SUPER MARIO NINTENDO 64 T-SHIRT 
SPECIAL 3 PACK OFFER 

Pick any 3 Mario 64 T-shirts that we 
carry for one ridiculous price. All 3 
shirts. $ 32.95 


Visit Bur Web Site! 



Register to win a 


GXTV Monitor 

- Order Oiiline 

• Online Catalog 

• Internet Only Specials 

Drawing held bi-monthly, winner notified by mail. See site for details. 



GXTV 

available at ^ 


GameCave. 
for only 
$ 299-95 


MFOOI 


cm Info 


Open 7 Days A 


I-at a/a 


Line 

Visit: Our Web Site; hmtpz/wvwvi/v.gamecave.cam Caii Tali Fn 
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